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The Seven Spirits of 
Ra™ challenges you to an 
adventure from 3,000 years 
ago! Experience the 
authentic drama of an 
ancient Egyptian myth. 
Fight through tombs. 


pyramids, caverns and 
swamps. Test your mind 
against complex, multilevel 
passages, overcome sudden 
perils and surprises from 
evil forces, guardian demons 
and villains. 


The dangerous DEEP 
SPACE™ assignment: 
Operation Copernicus. 
Check your Top Secret 
Flight Dossier, then launch 
your fully armed Starship 
on four thrilling combat 




missions. Your high-tech 
cockpit offers Dashboard 
and Out-of-Cockpit Views, 
detailed Quadrant Maps and 
Damage Control Reports. 
But beware! Many space 
enemies await you! 
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Taking A Peek 


Accolade 

550 S. Winchester Blvd, 

Suite 200 

San Jose, CA 95128 
FAST BREAK: Three-on-three, joystick 
controlled action highlights this full court 
actiorVstrategy game of roundball. 

Players choose from a vctfiety of fictitious 
"professional" basketball players and 
select from 20 offensive & defensive 
plays in this fast-paced game of "slam ’n 
Jam." C-64/128 ($29.95). Circle Reader 
Service Card #1. 

JET BOYS: One or two players work 
together to penetrate a nuclear reactor 
that has been taken over by Megabeasts 
on one of Saturn’s moons. Multi-levels of 
play make surviving this horizontally 
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Steel Thunder 



Jet Boys 



Sentinel Worlds 


scrolling, coin-op based action game a 
difficult challenge. Joystick driven, C- 
64/128 ($14.95). Circle Reader Service 
#2. 

STEEL THUNDER: A simulation 
where players operate their choice of 
/Kmerica’s modern battle tanks in a 
variety of theaters. After selecting the mis- 
sion and AFV, the tank is controlled from 
the cockpit. Promotions won’t come 
easy. C-64/128 ($29.95). Circle Reader 
Service Card #3. 

B.J. Toolkit 
Alexander Lane 
Croton-on-Hudson, NY 10520 

CONTROL TOWER: Have you ever 
wanted to be a rookie air traffic control- 
ler? Have you ever wanted to get ulcers 
while consuming huge quantities of cof- 
fee? Control Tower puts you in the cen- 
ter of the action. Choose how many 
planes to control, the kind of weather 


DAUe “HUSCLE" neCOUAH 



7-2 275 LBS . HITS THE BOARDS HARD . 
eOOD IMSXDE SHOT. LOUSY BALL HAHDLEA . 

0/ a rc a ar a It a to 




Fast Break 



Control Tower 



Sex Vixens 


and the number of emergencies (!) you 
want to handle, then sit back, but don’t 
relax! Find out why Patco went on strike. 
IBM & compatibles ($29.95). Circle 
Reader Service #4. 


Electronic Arts 
1820 Gateway Drive 
San Mateo, CA 94404 
SENTINEL WORLDS I: FUTURE 
MAGIC: This is a futuristic, role playing 
adventure game that provides stunning 
graphics and a tangled web of subplots 
to keep adventurers busy. Character 
promotion and development, ship-to- 
ship and face-to-face combat, planetary 
exploration and character interface all 
combine to make this an attractive pack- 
age. IBM, Tandy with EGA or CGA 
($49.95). Circle Reader Service #5. 

(Continued on page 58) 
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A peaceful morning is ripped 
by the staccato thunder of an enemy 
machine gun. In the distance, shrouded 
by the morning mists, you catch fitful 
glimpses of enemy activity as you 
shoulder your weapon and begin another 
assault. Another dive into the unknown, 
where death waits to harvest the 
unwary, the unlucky and the damned. 


With experience and skill your forces 
penetrate the dangerously silent village. 
Moving forward, nerves on fire with 
tension while your body soaks up 
adrenalin like a sponge, you await 
contact. Soon you find the enemy, 
the dance has begun. Some Joe 
screams INCOMING, dives for cover 
and you are 


...the state of the art simulation of 
company level combat in World War II. 
With infantry, tanks and various support 
weapons, your forces, be they German, 
Russian, British or American, face the 
enemy in a realistic simulation of one 
of the many small unit skirmishes that 
ended the Nazi terror and forged today’s 
world. 


The Avalon Hill Game Company 

“ 4517 Harford Road, Baltimore, MD 21214 


Please send the items checked below to; 
NAME 


STREET , 


CITY 


STATE . 


Account # , 
Signature . 


Exp. Date_ 


(Postage and handling, add 10% US, 20% Canada. 30% Foreign) 


□ Check Enclosed 

□ American Express 

UNDER FIRE GAME 

□ Apple II ® 59.95 
(Includes MAPMAKER DISK) 

□ Commodore @ 34.95 

□ IBM ® 34.95 NEW 
(CQ8 & 256K required) 

•UNDER FIRE GAME is required to play. 


□ Money Order □ Charge 
□ VISA □ MasterCard 

•MAPMAKER DISK 

□ Commodore @ 25.00 

□ IBM 0 25,00 
•EXTENDED UNITS DISKS 

□ #1 (Apple) @ 25.00 

□ #2 (Apple) @ 25.00 


AVAILABLE SEPARATELY... 

-A- MAPMAKER DISK (wargame construction 
set!) With the Mapmaker Disk, UNDER FIRE 
Is also a true wargame construction set. With 
the eight terrain types and over 60 pieces, 
it’s possible to create the dense forest of 
the Ardennes, or the built-up cities of Stalingrad 
or Berlin. 

•k Extended Units Disks 

#1 Add armies and vehicles 
#2 Build companies and battalions 

Available at leading game and 
computer stores. ..or call TOLL FREE 
1 - 800 - 638 - 9292 - Ask for Operator A-3. 


Ein 

Hi 


mienoeomputer games division 

The Avalon Hill Game Company 

A MONARCH AVALON, INC. COMPANY 

4517 Harford Road, Baltimore, MD 21214 





Welcome tjy^he 22nd century. World War III has Tong since wipef^ 
out civilization and turned the planet into a sayag^land of radioactive 
wasteland mutant creatures, the few survivors forced underground. 


Distribu 


Lwhy are you going out there?? 


gers, they call you — you and three other 
"volunteers"^ sent to the surface in a last ditch 
l^ffort to escape this decaying hunk of rock. The 
^5fate of die world depends on your success in this 
bizarre^alvage operation. (What could you ‘do — 
say no?) The junk of a lost civilization just might 
hold the key to your ultimate survival. 

Sure, t^er^are risks: starvation, radiation, muta- 
tion, .voracious fritters of every description (and 


sorn^fjat dgfy ^scription)^ 


But then, why do you think they call 
it adventure? 


Crab anything you can get your hands 
on. Scrounge through forests, swamps, 
city ruins — but stay out of the RAD 
zones, or you could get fried! 


Screens shown are from the I BM/ 
EGA version. Requires 192K,CCA 
graphics. 

IBM &Tandyareregisteredtrade- 
marks of International Business 
Machines & Tandy. 


Now available for the IBM PC 
& compatibles, Tandy: $49. 9^ 


Stay alert! This place is crawling with 
m^ ^ll sorts of mutant .monsters — from 
-t-^arthropods to zombies — who think 
^'^ you look like a tasty snack. 


C^^one^n-one (or two or three) it 
man-to^east combat. Your only wea- 
pons the ones you find and the 
ones you were born with. 




20 able-bodied recruits available for 
your Scavenger team. Choose well — 
this is the adventure of your life! 




y 

- , l;^ 1 

1 r* : kflfl 

Tvi : . . • 


A. 




P.O. Box 57825 
Webster, TX 77598 
(713)486-4163 


To experience this and other Interstel games, visit your retailer 
or call 800-245-4525. Outside the USA & Canada, call 41 5-571-71 71, ext 555, 
8 am-5 pm Pacific Time. Or send check or money order to Electronic Arts 
P.O. Box 7530, San Mateo, CA 94403. Add $5. shipping. CA residents add sales tax. 









Review 



Quixote, the paladin, watched in horror 
as Wilson plummeted from the sky like a 
boulder launched from a catapult. He had 
known the swordsman since both men 
had been squires in the service of other 
knights. How, the leather clad tx^y of his 
brother knight lay mangled and bleeding 
in the branches of a large boled tree. 

With words that tiptoed sofrly through 
the air, Nichols whispered, "It was the 
cunulet. Amulets of Levitation oft exude 
strange energy and consume their user." 

"Wizards! Fools of the ethereal plane!" 
thought Quixote. "They know everything 
about everything, but they never tell you 
until it’s too late! Knowledge, thou art a 
cruel taskmaster!" 

Pedadin is a gcime of small unit fantcisy 
combat with both versatility and playability. 
Those who have played Breach, 
Omnitrend's game of small unit combat 
in a science fiction milieu, will be both 
familieir and comfortable with the system. 
Those who are looking for the typical fan- 
tasy role playing game will be disappointed 
with this game. The scenarios can be 
loosely tied together to make a campaign 
game, but each scenario is primarily an ex- 
cuse for pure, fast, and simple to resolve 
"hack and slash." 

Players begin by creating a paladin 
character, a white knight with extra ad- 
vantages who functions like the squad 
leader in Breach. In fact, squad leaders 
from Breach can be imported into Paladin. 

The player selects a scenario from one of 
the ten available on the game disk, 
chooses from those available on the 
"Quest Disk," or creates his own scenario 
utilizing the "Quest Builder." Victory condi- 
tions for any quest utilize one or more of 
the following tzisks: 1 ) rescue prisoners or 
obtain scrolls, 2) exit the combat zone, 
cind/or 3) kill a given percentage of 
enemies. To add to the intensity of any 
given quest and increase the difficulty, the 
screen displays a "time clock" which counts 


down thirty seconds of game time for every 
movement phase used by the party. 

The documentation is neither 
voluminous nor pretentious, but the infor- 
mation is absolutely essential to players, 
even as the paladin character discovered in 
the fictional introduction to this review. 

The fiction describes a situation which ac- 
tually occurred when the game was being 
played prior to this review. The party of 
heroes happened across several of the 
cimulets during a raid on a magic shop. 
Since they needed to make better time in 
order to rescue a friend held hostage by 
some evil trolls, the party elected to use 
the amulets to fly over the forested terrain. 

The command interface in Paladin made 
it easy to start using the artifact without 
bothering to read the manual. Of course, 
the manual warns players that there is a 
1 0% chance of crashing at the end of any 
turn whenever an "Amulet of Levitation" is 
used. This is an imp>ortant "object lesson" 
to teach those who want to be successful 
at Paladin not to be seduced by the 
remcirkably simple interface and to pay 
close attention to the manucil. 

On A Clear Day, 

Icon Play Forever 

Once the scenario actually begins, the 
monitor display is divided into sections 
which show character information, a tacti- 
cal map with animated characters, and a 
set of command icons which can be ac- 
cessed by the mouse interface. One icon 
drops an object, another picks up objects, 
cind a third uses the object. Both common 
objects and arccine artifacts may be ac- 
cessed using this interface. If the action is 
impossible or inappropriate, an error mes- 
sage is displayed in a pop-up window. 
Ranged combat using the crossbow or 
orbs of fire (conjured hand grenades) is 
handled by clicking on the "Clse Object" 
command icon, as well. A separate combat 
icon pictures the outline of a sword and is 


Have 

Sword 

Will 

Travel 

Omnitrend*s 

"Pa/adm” 

by Jasper Sylvester 


TITLE: 

Paladin 

SYSTEMS: 

Amiga, Atari ST 

# PLAYERS: 

1 

PRICE: 

$39.95 

(Quest Disk— $29.95) 

DESIGNERS: 

Thomas Carbone 

Bill Leslie 

PUBLISHER: 

Omnitrend Software 
West Simsbury, Nj 


Houember 1988 
« Circle Reader Service #20 
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Swordsman Nichols moves out of the 
"entrance pentagram" to help defend 
the river line against hordes of 
marauding trolls. 



Creating a new world via the "Quest 
Builder" scenario kit. 


used to literally swing the character’s sword 
at an enemy/monster or, with the Shift key 
depressed, to cast a spell (Spells such as 
"Fireball" and "Mind Stun" supplement the 
party’s ranged weapon selection). If the 
character lacks movement p>oints or ability 
to perform the action or caist the spell, an 
appropriate error message appears in a 
window 2ind explains how the problem can 
be corrected or why it cannot be done. 
Even climbing stairs and opening doors 
can be accomplished with a simple "point 
and click" on the appropriate images. 


A Cardinal of a Gremlin 

In the course of play, animated charac- 
ters appear one by one upon the screen in 
a spot called an "entrance pentagram." 

After this, the player may cycle through his 
party at will until each character has used 
all of the movement points allotted and 
finished the movement phase. Combat oc- 
curs during the movement phase and 
costs movement pioints, as well. Herein lies 
a significant weakness to the game. All 
movement and combat must occur in one 
of the four cardinal directions. In move- 
ment, characters may only make ninety de- 
gree turns. Forty-five degree turns are not 
permitted, so one can only travel a 
diagonal path in a circumlocuted manner. 
This is simply inconvenient in movement 
and the designers may argue that they 
provided enough movement jxiints to take 
this into consideration, but this is a tremen- 
dous hassle during combat, especially 
ranged combat. 


The inability to take ranged shots from a 
diagonal means that the party must actual- 
ly flank an individual opponent or monster 
on both flanks in order to allow more than 
one member of the party to get in a shot. 
One could argue that attacks from the 
diagonal are relatively impractical when 
every attacker is swinging a sword, axe, or 
war hammer at close range, but there 
seems no logical reason for this limitation. 
Instead, it seems that ease of program- 
ming has dictated this decision rather than 
design philosophy. 


Admittedly, these design limitations ex- 
isted in Breach, but one would have 
hoped for an advance in a product built off 
the same system. Also, players should note 
that the limitations work both ways; the 
monsters/enemies cannot move or fire on 
diagonals, either. Therefore, this criticism is 
directed more towcird a lack of realism in 
the model rather than a serious quibble 
with playability. 


A more serious problem with the game 
system has to do with combat. Since both 
combat and movement are governed by 


the expenditure of movement points, a 
curious anomcily can regularly occur. If the 
player can deploy his party in such a way 
that a hero contacts the enemy with a lot 
of movement points to spare, it is very pos- 
sible for the hero to actually strike multiple 
blows at the opponent aind even annihilate 
the enemy before a single retaliatory slcish 
or thrust can be directed at the hero. 

There are certainly many games, par- 
ticularly combat simulations, where phased 
movement allows combat to take place 
and be resolved prior to the enemy’s move- 
ment/combat phase. Usually, however, the 
model assumes simultaneous fire and 
counts damage in both phases against 
both opponents. In Breach and Paladin, 
no such model is used. 

Lifestyles of the 
Rich and Dangerous 

In spite of any limitations within the 
game system, there are plenty of reasons 
for gamers to like both of these games. 
Both games offer an opportunity to play 
simple, yet challenging, tactical scencirios 
that last roughly an hour to an hour-and-a- 
half as opposed to the lengthy scenarios of- 
fered in some other systems. In addition, 
the eibility to use the same squad leader or 
Paladin in published or personalized 
scenarios adds continuity, as well as 
replayability to the game. Even though this 
reviewer wishes that the squad leader or 
Paladin files were not immediately erased 
when the cheiracter dies, this does offer a 
realistic approach to role playing. Further, 
the "point and click" interface, bright 
colors, digitized sounds, cind cute cheiracter 
graphics make the game both easy and in- 
teresting to play. 

Another enjoyable aspect to this game is 
the capacity for exploration without a lot of 
heavy-duty puzzles or a long-term commit- 
ment to following an intricate plotline. The 
fact that some scenarios can be replayed 
(or modified) insures that gamers get 
as much "bang for buck" in this product as 
in adventures that require a greater time 
commitment. 

In short, those who liked the "feel" of play 
in Breach, but prefer a fantasy environ- 
ment shouldn’t miss Paladin. In addition, 
those who like the tactical combat and ex- 
ploration of a role-playing game, but want 
the satisfaction of being able to complete 
a quest in one sitting will be pleased with 
Paladin. Finally, those who want to bring 
the scenes of their favorite fantasy novels 
to life in a computer game will find 
Paladin an ide^ product for this purpose. 
This system is deem and cleverly designed 
with much to commend it. 
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Lucasfilm on the Art and Science of Entertainment 


A 


NEW HOPE FOR 
BATTERED STORY GAMERS. 







Id Maniac Mansionf a movie-style 
“cDt-scene” quickly establishes the 
characters’ personalities. 


Just three “clicks!' und you’ll send 
Zak McKracken™ over to the pawn shop 
counter to buy a pair of nose glasses. 

interface, in most cases, re- 
mained in the swamp. 

With conventional story 
games, whenever you want 
your character to do something, 
you type. And type. And type. 

Suppose you want to pick up 
a green leafy object. Well, you 
might try typing, “pick up 
plant!’ If that doesn’t work, you 
might try “bush!’ “shrub!’ “tree!’ 
and so on. After a while, you 
might try a different form of 
entertainment. 


Not with Lucasfilm’s 
new “point n’ click ” 
interface, though. 

All the words you need 
are right on the 
screen.Just click the 
cursor on them to 
choose characters, 
objects, and actions. 

Now you can play an 
entire fifty hour 
game without typing 
a single word. Or 
putting your life on 
hold until you realize 
the green leafy thing 
is a... plastic fern. 

More Story. 

Less Gory. 

Most story game 
designers seem to think people 
love to get clobbered. 

We don’t. After all, how 
much fun can it be to 
have a fatal accident every 
three and a half minutes. . . 
then reload your saved game, 
take a few timid steps for- 
ward, and save it again. 

Seems more like paranoia 
than entertainment. 

That’s why Lucasfilm 
story games make it down- 
right difficult to die. Oh, 


you’ll get into major hot 
water all right, but you’ll 
have the fun of getting out 
of it, too. 

LET’S Get Crazy Together. 

Just pick up a copy of 
Maniac Mansionf the comedy 
thriller about a kidnapped 
cheerleader, a very mad 






scientist, and a hilariously 
creepy rescue mission. 

Or ZakMcKrackenAnd The 
Alien Mindbenders™ where 
you and a seedy tabloid jour- 
nalist save the world from 
space aliens who want us all to 
have the IQs of turnips. 

You’ll love the twisty plots 
and the goofy characters. You’ll 
crack up constantly with the 
zany one-liners and sight gags. 
And you’ll go just a little crazy 
with the mind-bending puzzles. 

Crazy, but nicely crazy. 


lUCASFILIUI 


Maniac Mansion (s available for IBM/ Tandy, 
Commodore 64/ 128 and Apple He/ He personal 
computers. Zak McKracIfen and the Alien Mindbenders 
IS available for IBM/ Tandy and Commodore 64/ 128 
personal computers. All elements of the ^ome faniasies 
are Irademarhs of Lucasfilm Ltd. IBM Is a regisiered 
Irademarif of International Business Machines, Inc. 
Tandy is a regisiered lrademarl( of Tandy Corp. 
Commodore 64 and 128 are Irademarlfs of Commodore 
Electronics, Ltd. Apple 11 is a regisiered irademarlf of 
Apple Compute/; Inc. IBM screens shown. 

®, ♦, ©/9fi5 Lucasfilm Lid. All rights reserved. 


“I 


HERE’S A LOT I LIKE 

about computer adven- 
tures, but it sure isn’t 
fun getting killed all the 
time. That’s why Maniac 
Mansion is so refreshing — I 
can play from start to finish 
without dying once! ” 

That’s more than great fan 
mail. It’s a very astute obser- 
vation. Because while most 
games 


you like the meat in the dog 
food factory, Lucasfilm story 
games treat you like a human 
being who just wants some 
good clean fun. 

The fun starts with an en- 
gaging plot, hot graphics and 
tasty puzzles. But what keeps 
it going is a unique design 
that lets you play the game in- 
stead of fighting the computer. 

TtiENo-IVpiNG Interface. 

Today ’s story games evolved 
from text adventures. The 






Game Hints 


Warning: Although 'The Scorpion’s 
Tale" is a warm and comfortable 
tavern of the mind with a nice cozy 
fire of vibrant images, our resident 
storyteller conjures up illuminating 
hints about games. If the gentle 
reader eschews hints, let him beware! 

Ah, here we are, in November (my 
favorite month!) again. 

Christmas is just around 

the corner, and it’s time to 
start thinking about gift 
lists, especially computer 
game lists (No, don’t ask 
me about Fred's; you really 
don’t want to know). What 
better way to spend those 
cold winter nights than 
cozied up to a hot adven- 
ture game? Of course, 
some games are better 
than others. 


spells, drinking potions, regulating game 
speed, and turning the sound on or off (1 
recommend Off). 

Middle Ground 

Travelling to a location in the First 
Dimension is quite simple (thanks to the 
teleport spell). A map comes up with the 


As Told by Scorpia 


Wizard Wars (Paragon Software), on 
the IBM, is a sort of quasi role-playing 
game. You take on the part of Temeres, a 
young wizard seeking the means of over- 
coming Aldorin, a mad eind'evil mage 
who is wreaking havoc on the world. Al- 
dorin has upset the balance between 
good and evil, unleashed all sorts of un- 
pleasant monsters, and, in general, made 
a real nuisance of himself. 

Primary Point 

Temeres, however, doesn’t start off in 
too good a position. After losing a pre- 
vious encounter with Aldorin, he wcis 
stripped of all his magical spells, leaving 
him rather powerless. Fortunately, 

Temeres comes across a dying wizard 
who gives him two sjsells: one of teleprarta- 
tion and one of lightning bolts. Now that 
he has something to work with, Temeres 
can search the world for the spells eind ob- 
jects that will make him powerful enough 
to confront Aldorin once more. That, of 
course, is where the game begins. 

There are three segments to the game. 

In the first, appropriately called the First 
Dimension, Temeres searches for a 
vciriety of sp)ells and objects to increase 
his power. In the second (creatively 
referred to cis the Second Dimension), he 
must make his way through a series of 
seven mazes, defeating a pxDwerful wizard 
in each one. In the last (named, to no 
surprise) the Third Dimension, Temeres 
has his showdown with Aldorin. 

Just cibout everything in the game is 
menu-driven and is very simple. At the 
stzirt, the main menu provides options for 
saving and restoring a game, travelling to 
a territory in the first dimension (or to the 
second eind third dimensions), checking 
inventory and character stats, creating 

Page 10 



30 territories displayed, each numbered. 
You simply enter the number of the ter- 
ritory you wish to explore. A scroll is dis- 
played on the screen, giving the territory 
name, plus some details about it, and 
then asks if you want to go there or not. 

Once inside a territory, you explore it 
through another menu. This menu gives 
you the options of searching for items or 
inhabitants, using or storing an item in 
your inventory, or returning to the travel 
map. TTiere is no actual moving around 
here. You don't manipulate any icons 
across the screen. When you search for in- 
habitants, you see an outdoor scene with 
a C8istle in the middle. Then, a banner 
comes up on the left-hand side of the 
screen, showing Temeres peering into a 
crystal ball. When he finds someone, a 
second banner appears on the right-hand 
side, showing who he’s encountered. 


What happens after that dep>ends on 
whether or not the inhabitant is friendly. 

With friendly types, you always get the 
choice of Attacking, Fleeing, or Reason- 
ing (essentially, that’s talking to them). 
Wise players always talk to friendlies 
because they either tell you information or 
give you something. 



; Gnfriendlies, the sort 
you’re likely to encounter 
most of the time, are not 
open to reason. These 
offer the options of fighting 
or fleeing. Sometimes, you 
will get the "Attack, Flee, 
Reason" choices as soon 
as you meet them, thus 
giving you the opportunity 
to get away fast. 

However, a lot of the 
time, you won’t see that. 
Much of the time, the crea- 
ture will attack first. Also, on many oc- 
casions, the monster you’re fighting may 
get several attacks on you before it's your 
turn. Gnlike most games of this type, com- 
bat is not a straight-forward back and 
forth matter. You may get to attack once 
or twice, then the monster may get 
several shots at you, and so on. 

Temeres starts the game with 100 hit- 
points, and that never changes. He can 
regenerate slowly between rounds, but a 
powerful opponent with multiple attacks 
can put him out pretty quickly. So it’s im- 
portant to keep an eye on hit points 
during combat in order to retreat if things 
are not going too well. 

There is no experience to be earned in 
the game for killing monsters. Further, 
Temeres does not advance in level. 

Rather, his spell casting energy increases 
over time as he defeats monsters and his 
w^dom increases as he finds important 
items. Eventually, both wisdom eind spell- 
casting energy reach 500, as high as 
you can get. A high wisdom score is im- 
portant, as there are some items or 
friendlies you will not be able to find until 
wisdom has reached a certain point. 

The most important things to find zire 
the components for the special spells 
listed in Morgaine’s Handbook and scrolls 
with spells. The spells in the handbook 
are only for specific circumstances in the 
game, while ^e scroll spells can be used 
at any time without special preparation. 

In addition, there are a number of mis- 
cellaneous magic items, including po- 
tions, gemstones, and other objects that 
can be useful or harmful (you have to ex- 
periment to determine which) in your 
quest. Finally, there are some strange 
items you will find that seem to be spell 

(Continued on page 12) 
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You could share in 
prizes worth $200,000 by 
playing the latest multi-player 
multi-format PC game from Australia. 

Use the 5 free entry forms 
included with every Aussie JOKER 
POKER game or send for free entry 
forms. 

At the end of each month 
December 1988 through April 1989 four 
finalists and 240 winners of other JOKER 
SOFTWARE games will be randomly drawn 
from all entries received that month. 

The 20 finalists will be flown to Las 
Vegas to play Aussie JOKER POKER in the 
Golden Nu^et casino. 

Highest scorers in each of four semi- 
finals will compete in a Grand Final with a 
first prize of $100,000 In cash. 

1,220 Prizes Value $200,000 


®H3j» grara CHE* 


AMIGA™ 


1,200 Joker F^ software games 

at $29.95 to $49.95 dependent 

on disk format. Game prizes 

at sole discretion of sponsor. $60,000 

Cash Prizes for 
Aussie JOKER POKER 
Contest Grand Final: 


Aussie JOKER POKER is 
available for SIX major PC^ 

If your PC has a mouse or keyboard, a mono 
or color monitor and a 512K minimum ram 
(except Apple II and C64/128 use 64K and 
keyboard only) you and your family can 
practise at home for the Las Vegas final of 
the Aussie JOKER POKER contest. 


Highest Scorer; $100,000 

Second Highest Scorer: $5,000 

Third Highest Scorer: $2,500 

Lowest Scorer: $1,500 

16 Consolation Prizes of $1,000 
each to eliminated Finalists $16,000 


Prize includes air travel for Finalists and their guests 
fromthemajorairporttoLasVegaswithtwodaysand f\nr\ 

two nights accommodation at the Golden Nugget 
(approx, retail value $750 each subject to departure points). 

All taxes and other expenses not specified 
herein are sole responsibility of winners. 

All winners will be notified in writing. 



IBM® 


Suggested retail prices: 


IBM & compatibles 
(CG A Board requ I red) $39.95 

Amiga & Atari ST $49.95 

Macintosh (mono only) $49.95 

Apple II $39.95 

C64/128 $29.95 


If ordering by teiephone add $3 shipping & handiing and check that 
your PC meets the minimum hardware requirements as no cash 
refunds apply. Warranty is limited to free repiacement of faulty 
products returned by prepaid post. 



IBM, Apple & Macintosh. Amiga. Atari STandC64/128aretrademarksor registered trademarks of International Business Machines, ip 4 o 
Apple Computer. Inc., Commodore Amiga, Inc.. Atari. Inc., and Commodore Electronics Ltd, respectively. 'C' 1988 Joker Software 


Aussie JOKER POKER Contest Rules 

1. No purchase necessary to enter. 

2. Void where prohibited by state or federal law. 

3. To enter, simply complete and return the the official 
entry form. 

4. Limitflve entries perfamily or household. Five free 
entry forms and full contest rules are included with 
“Aussie Joker Poker ” or may be obtained by sending 
a stamped self-addressed envelope larger than 
SVa " X TVa" with a hand written request to: Aussie 
Joker Poker Contest Entry Forms, P.O. Box 22381, 
Gilroy, CA 95021-2381. Mail-in requests limited to 
one per name, household or family and must be 
received no later than 3/31/89. WA & VT residents 
need not include return postage. Full rules also 
available from participating Mindscape retailers. 

5. Monthly entries must be received no later than the 
last day of the month in which a drawing will take 
place in order to participate in the month's drawing. 
Drawings will be held from December, 1988 
through April 1989, inclusive. Final entries must be 
received by 4/30/89. 

6. Contest open to legal residents of the U.S.A. and 
Canada (other than Quebec). 

7. Odds of winning depend on number of eligible 
entries received. 

8. Contest subject to complete official rules. 

SEE YOUR NEAREST MINDSCAPE 
SOFTWARE RETAILER 



MINDSCAPE INC 


EXCLUSIVE DISTRIBUTOR 

or if not available order direct on 

lr800-24-JOKER 

24 hour order service 
RETAILERS CALL: 1-800-221-9884 



components, but which have no use in 
the game and cannot be used to make 
spells. 

All this searching in the First Dimension 
eventually becomes drudgery. At first, you 
tend to find a lot of items, but eventu^iy 
you are down to locating only a few 
remaining ones. Since you don’t really 
know where any of the items are in the 
territories, you must go through these 
places several times over, hoping some- 
thing will come up. This takes a great 
deal of time. 

The one item you won’t find is the 
Sword of Mazeus. Before you can obtain 
this very important spell component, you 
must go through the mazes of the 
Second Dimension. These mazes are fair- 
ly simple to get through. You simply need 
to map accurately. There cire no tricks, 
traps, secret doors or peissageways in any 
of the mazes, nor any puzzles to solve. It’s 


simply a matter of going through the 
hallways until you find the resident wizard 
and manage to defeat him or her in bat- 
tle. Or course, there will be monsters 
along the way that you will have to fight. 
The one difference here is that everyone 
you meet will definitely be unfriendly and 
they always get in the first attack. 

The first couple of mazes are not too dif- 
ficult. As you progress, though, your op- 
ponent wizards become more powerful. 

For this reason, 1 recommend not attempt- 
ing the mazes until you have the Light 
Shield spell. Once cast (only in combat), 
the shield remains up until it has ab- 
sorbed its quota of damage, after which it 
fades away and has to be replaced. 

The wizards in the mazes (as well as Al- 
dorin) have light shields of their own. 

Also, they will not take you on immediate- 
ly. Instead, they summon in monsters 
(one at a time) to fight for them prior to 


the showdown. Eventually, you get to 
fight the wizards and then it becomes a 
question of which side can wear the other 
down first. Fortunately, they never use 
more than one light shield, while you can 
cast as many as you need (one at a time, 
of course) as long as your sp>ell energy 
permits. 

You can leave a maze at any time by hit- 
ting the escape key or fleeing in combat. 
This brings you back to the main menu. 
However, if you haven’t finished a maze 
before exiting, you must start at the begin- 
ning of the maze again. Therefore it’s 
best to do each maze in one sitting, 
saving the game in between. 

The first maze has one level, the rest 
have two or three, which means a bit of 
going up and down here and there until 
you reach the wizard. Still, this is pretty 
straightforward, except perhaps for the 
seventh maze, which has many up and 
down pxDrtals. Even so, persistence and 
good mapping will see you through. 

Overall, the mazes haven’t much to 
recommend them. The one good point to 
them is that, having finished one maze, 
you never have to go back to it again. 

For example, after completing the first 
maze, you will automatically be placed in 
the second one the next time you go to 
the Second Dimension, and so on (by the 
way, you don’t get anything special for 
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more. 


Put 

yourself 
in their 
shoes. 

Be Michael 
“The Slam- 
mer” Jor- 
dan or 
Larry “The 
Shooter” 

Bird. You 
decide who 
wins. Is it today’s 
most exciting player, 

MVP Michael Jordan, or 
the Player of the Decade, 
Larry Bird? 

Jordan and Bird: 
Software Designers 

Michael wanted quickness, 
speed and air. Larry’s fadeaway 
and sweetspots were critical. 
Power Jams for Michael, 
Larry’s 3 point bombs.They 


blocks, steals, 360° dunks and 


One On One is Three. 

Jordan vs. Bird vs. You in 
three ultimate matchups— 

One On One, the Slam Dunk 
Competition and the 3 Point 
Shootout. 

Designed by 
Garth Hitchens, 
Mark Madland, 
Michael Jordan 
and Larry Bird. 

For IBM/Tandy, 
Commodore 64 and 
128 computers.Visit 
your retailer or call 
800-245-4525 from 
US or Canada. Sam to 
5pm Pacific Standard Time. IBM is a 
registered trademark of International 
Business Machines, Tandy is a regis- 
tered trademark of Tandy Corporation, 
and Commodore 64 and 128 is a 
registered trademark of Commodore 
Electronics Limited. 


ELECTRONIC ARTS* 
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The Qassic Confrontation; One On 
One. The crowd goes crazy as the 
Michael and Larry unload all their 
patented moves. 



Arial Warfare: The Air Jordan Slam 
Dunk Contest Up to 4 players chal- 
lenge each other or Michael him- 
self in a battle of Power Jams. 
Designed by Jordan. 



Long Range Bomhing: 3 Pbint 
Shootout 25 shots in 60 seconds 
from 23' out. Don’t blow the money 
ball. Larry’s signature event. 


defeating any of the wizards, except the 
last one). 

When the Second Dimension has been 
completed, you will learn where the Sword 
of Mazeus can be found, which happens 
to be a thirty-first territory that now ap- 
pears on your map for the first time. The 
Sword is guarded by a dragon, which you 
will have to kill first. Then, you can search 
for items and obtain the Sword (this is the 
only thing to be found here). 

You may now complete the final spell 
from Morgaine’s handbook and this will, 
in turn, open the way to the Third Dimen- 
sion. When you first go there, you will 
face three dragons, one at a time. You 
have the option of fighting them or 
answering their riddles. If you answer the 
riddles, they will leave in pieace and allow 
you access to Aldorin. Since these riddles 
are, to say the least, incredibly easy (the 
last two being hardly riddles at all), I highly 
recommend you take the "answer riddle" 
option. 

Final Conflict 

When the last dragon has left, you are 
presented with the choice of fighting Al- 
dorin, or going back to the First Dimen- 
sion. Going back is a good idea, so you 
can save the game at this point, as well 
as check on your stats. The fight with Al- 


dorin will be the single most difficult part 
of the game. 

Aldorin is a tough customer, make no 
mistake about it. This combat will not be 
over in a round or two. First, he will sum- 
mon in, one at a time, a total of seven 
monsters to fight for him. Most, if not all, 
will be of the nastier vairiety. 

Having gone through those, you face 
the big A himself. He has 250 hit points 
and a lot of mean spells. As with Ihe 
wizards in the mazes, it comes down to 
who can wear out who first. For some 
reason, which I was never able to deter- 
mine, spells cast at Aldorin were always 
weaker than when they were cast at a 
regular monster (even when I was 
equipped with the item that was supposed 
to make my spells more powerful). This 
means it will take a lot of spells to kill 
him. In the meantime, he is casting spells 
at you. Even worse, his spells are usually 
more pxawerful than yours and he gets 
more attacks than you do. Expect to 
renew your light shield more than once in 
this encounter, if you live long enough to 
do that. 

When the combat is over, Temeres is 
proclaimed the new master wiz 2 ird of the 
realm, at which point the game ends Eind 
you have to hit the escape key to exit the 
program. 


Final \^sdom 

The EGA graphics in Wizard Wars are 
quite well done, being very detailed and 
very colorful. They are the best part of the 
game. However, wth no puzzles to solve, 
no mysteries to unravel, no problems to 
overcome, and no real challenges to face 
(except possibly the battle with Aldorin), 
Wizard Wars is best suited to those who 
want to do hack and slash and not worry 
about intellectual puzzles. 

Well, I see by the old invisible clock on 
the wall, it’s about that time again. 
Remember if you need help with an ad- 
venture game, you can reach me in the 
following ways; 

On Delphi: Stop by the GameSlG (under 
the Groups and Clubs menu). On GEnie: 
Visit the Games RoundTable (type: Scor- 
pia to reach the Games RT). On The 
Source: Send SMail to STl 030. By GS 
Mail (remember to enclose a self-ad- 
dressed, stamped envelope if you live in 
the United States): Scorpia, PO Box 338, 
Gracie Station, NY NY 10028. 

Until next time, happy adventuringl 

Copyright 1 988 by Scorpia, all rights 
reserved. 


November 1988 
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I only play one 
way— all out. That’s 
because real baseball 
is tough, gutsy and 
aggressive. And you 
don’t win ball games 
unless you’re willing 
to play faster, harder 
and belterjn^ every- 
one else. 


ff 


PETE ROSE 

Baseball's All-Time Leading Hitter 


Faster than Earl Weaver 
Baseball™ Harder than 
Hardball!™ Here’s your 
game — Pete Rose Pennant 
Fever. Now you can play 
every position and catch all 
the action from eight different 
field-level views! 

Hear the crack of the bat, 
the roar of the crowd, all the 
umpire calls. Digitized voice 
and sound plus the hottest 
graphics bring you baseball 
that’s better than all the rest. 
Because Charlie Hustle won’t 
accept anything less. 



Take complete charge of all pitching and hitting 
with pop-up option windows. 



Judge the fly, scoop hot grounders, chase down 
drives at the wall. 



It's spikes first when you gotta have the bag— 
tell 'em Charlie sent ya. 


YOU'RE ON THE FIELD 



Pick your heat from 23 pitches. 
Gauge your throw and gun 
down the runner. Steal second 
in a cloud of dust. Five differ- 
ent batting options give you all 
the power of Pete. 


YOU’RE IN THE DUGOUT 

Set a blistering batting order 
and pitching rotation. Bring in 
relievers, pinch-hitters and 
- aMF pinch-runners. Call for the steal 
or hit-and-run. 


YOU’RE IN THE FRONT OFFICE 

As GM, you’ve got 10 seasons 
to build a dynasty. Draft red- 
hot rookies and buy expensive 
free agents. One or two player 
action gives you all the realism 
of the championship chase. 


HOW TO ORDER: Visit your retaiier or caii 800-227-6900 for Visa/MasterCard orders. Direct price is $39.95 for the iBM/Tandy version. 
A shipping and handiing charge of $4.50 appiies to ail direct orders. Sales tax will be added to orders in California and Texas. 

For IBM,* Tandy® and 100% Compatibles. 512K RAM and Graphics Adapter Required. Not Copy Protected 






PETE ROSE PENNANT FEUER. 
RASEBALL AT ITS REST. 


Tandy screens shown. Screens may vary depending on computer system. Gamester and Pete Rose Pennant Fever are trademarks of Gamestar. 

Earl Weaver Baseball, Hardball!, IBM, and Tandy are trademarks of Electronic Arts, Accolade, Inc., International Business Machines Corp., and Tandy Corp., respectively. 





Industry News 


Inside the Industry 

News, Notes and Quotes From the 
Computer Entertainment Industry 


Marvel Super 
Heroes 
Discovered 
Inside Home 
Computers 

J. Jonah Jameson, the 
journalistic nemesis of your 
friendly neighborhood 
webslinger, would put out 
an extra edition of the Daily 
Bugle to trumpet Marvel 
Entertainment Group's 
latest licensing agreements. 

In separate transactions, the 
comic book publisher has 
agreed to allow Paragon 
Software, as well as 
Mastertronic 
International's Arcadia 
coin-op division and Mel- 
bourne House home com- 
puter division, to publish ar- 
cade versions of several of 
their popular heroes. CGW 
learned from an inside 
source that Mastertronic's 
Arcadia division plans to 
have a coin-op version of 
the Silver Surfer in opera- 
tion during the Spring of 
1 989 and heis set a goal of 
launching ein Amiga version 
of the game (through Mel- 
bourne House) during the 
Summer Consumer 
□ectronics Show in 
Chicago. Company sources 
do not confirm the projected 
release dates on the 
product, but usually reliable 
sources state that the surfer 
is graphically portrayed in a 
real metallic-looking silver. 
The graphics arts at the com- 
pany are reported to be very 
enthused over the work that 
they are doing, particularly 
on the popular Hooa figure 
from the Marvel Universe. 

Paragon Software has 

inked an agreement to 
portray Captain America, 
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Spiderman, and Doctor Vic- 
tor von Doom in a long- 
range project which will at- 
tempt to combine the action 
of arcade games with the ar- 
tistic quality of the comics. If 
all goes well, the company 
plans to attempt projects 
utilizing a certain green- 
skinned giant, the most 
fxjpular group of mutants in 
Marvel history, and a certain 
armed vigilante. CGW will 
report on these future 
projects as soon as definite 
agreements can be verified. 

Ad Lib Music 
Synthesizer 
Card Gains 
Support 

With the announcement by 
Sierra On-Line, Inc. that 
King’s Quest IV, Space 
Quest III, Police Quest II, 
Leisure Suit Larry II, and Sil- 
pheed will support the Ad 
Lib Music Synthesizer Card 
synthesizer card. Ad Lib Inc. 
has announced that the Ad 
Ub Music Synthesizer Card 
now sells separately from the 
original Ad Ub PCMS pack- 
age. This means that the 




card will now sell for 
$195.00 suggested retail 
price. In addition to Sierra's 
announced support, the 
software publisher is co- 
sponsoring a promotion 
where Sierra's customers 
can receive a $20.00 rebate 
on the card. Well-placed 
sources inside Electronic 
Arts, Epyx, and 
Microprose indicate that 
several future products from 
those companies will probab- 
ly support the card, but no 
"on the record" an- 
nouncements have been 
made. 


Software 

Toolworks 

Acquires 

Intellicreations 

In two major corporate ac- 
tions during September of 
1988, The Software Tool- 
works enhanced its public 
image. The company pur- 
chased 100% of the holdings 
of Intellicreations' co- 
owners Samuel Poole and 
Ted Hofmann, making Intel- 
licreations (publishers of 
Datasoft products) the 


entertainment division of 
The Software Toolworks, 
and consolidated its stock in 
a 1 -for- 150 consolidation 
that took the company off 
the "penny stock" market 
and onto the "over-the- 
counter" market. The com- 
pany has received NASDAQ 
status and is currently trad- 
ing under the symbol, 
TWRX.V (with the .V to be 
phased out). The new ac- 
quisition, together with the 
company's previous acquisi- 
tion of Priority Software 
makes The Software Tool- 
works a three division com- 
pany: one for creativity and 
productivity, one for enter- 
tainment, and one for 
production. The production 
division (Priority Software) 
duplicates nearly 50,000 
disks per day for both 
Software Toolworks and 
Intellicreations, as well as 
companies like Ashton- 
Tate. The company plans to 
house eill three divisions in a 
22,000 square foot facility in 
Chatsworth (current home of 
Intellicreations) . 

Les Crane will remain Presi- 
dent and Chief Executive Of- 
ficer of the company, while 
Ted Hofmann and Samuel 
Poole will assume vice- 
presidencies at the parent 
company. Hofmann will as- 
sume administrative duties 
for all three divisions, while 
Poole will handle creative ac- 
quisitions for the entertain- 
ment division. The new cor- 
poration will boast a crew of 
20 in-house programmers 
and has a current estimated 
valuation of $38 million dol- 
lars. 


Formation 
Flying 
Simulators 
To Soar 

The most neglected niche 
in flight simulators and one 
that we have been encourag- 
ing the industry to fill, 
precision or formation flying, 
is about to be filled. Though 
neither of the two com- 
panies working on formation 
(Continued on page 24) 
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Christmas Buying Guide 


CGW^s Second 
Annual 


Christmas 

Buying 

Guide 





G ift giving is a 
time-honored 
tradition in 
both the 

Christmas and Han- 
mikah celebrations. Of 
course, some of us have 
also developed the 
holiday habit of 'hint- 
ing'' into an art form. 

For those who need that 
extra help in suggesting 
to your Santa (or Mrs. 

Santa) that you would 
rather have a new com- 
puter geune than 
another cheese eissort- 
ment, we have provided 
a holiday 'wish book' 
for diehewd gamers. 

Each husband is ad- 
vised, once again this 
year, to place this ar- 
ticle underneath his 
wife’s pillow for maxi- 
mum subliminal effec- 
tiveness; college stu- 
dents should append an- 
notated copies of this ar- 
ticle to the next 
telegram requesting 
funds; and offspring 
living at home should 
Ccirefully tape the sum- 
mary of each desired 
product to the mirror in 
their parents’ bathroom. Each entry in 
the guide contains a statement from the 
puMishers of the product, a brief note 
from our perspective, price information, 
and format listing. The Reader Service 
Number is to be used with the Reader 
Inquiry Service Card at page 4. 

Access Software: 

HEAVY METAL: 'Do you have the 
courage, skill, and intelligence to move 
up the ranks in today’s modem army. 
Heavy Metal is a follow-up game to 
Beach-Head, our biggest seller to 
date .' — /feoin Jones, Access. 

This is a hybrid action-strategy game 
with plenty of firepower and very little 
"downtime." Those who liked Beach- 
Head should be thrilled with this game. 
Amiga. IBM ($44.95), C-64/128 
($39.95). Circle Reader Service #30. 

Accolade, Inc.: 

STEEL THUNDER: 'When I started 


out, / didn’t know much about tanks. I 
thought they were slow, weak things 
that were esisily defeated. / learned dif- 
ferently.' — Tom Loughry, designer of 
Steel Thunder. 

Although Loughry admits to no prior 
knowledge of armored warfare, he 
seems to have done his homework. 
Would-be tank commanders choose 
their tank (from four modern choices), 
crew (loader, gunner, and driver), 
ordnance, theater of operations (Cuba, 
Syria, or West Germany) and external 
armor in this simulation of modern land 
warfare. C-64/128 ($29.95). Circle 
Reader Service #31. 

Activision: 

F-14 TOMCAT: 'This is Activision’s 
first true simulation product. It’s a 'Top 
Gun' fighter school simulation, pat- 
terned after the film, and it provides 
more of a storyline them most simula- 
tions and features several fighter 
scenarios based on real events. With bit 


map graphics and 3D 
space technology, we 
believe this will be of the 
Holiday best.' Kelly 
Rock, Product Manager 
of F-\4 Tomcat. 

The graphics artists 
from Dynamix know 
how to make action flow 
on the screen and they 
have created a visually 
stimulating environment 
for this flight simulator. C- 
64/128 ($39.95). Circle 
Reader Service #32. 

Avalon Hill: 

POLICE BLOTTER: 

'With seven challenging 
mysteries by the desig- 
ner of Murder By The 
Dozen and an expanded 
clue book, this should 
be an excellent purchcise 
for crime solvers.' — Bill 
Peschel, Avalon Hill 

This product will be 
published on two disks 
with four sides full of in- 
teresting crimes. Those 
who enjoyed the original 
should enjoy the most 
recent chance to match 
wits with this system. 
Apple 11 ($29.95). Circle 
Reader Service #33. 

Broderbund: 

DOWNHILL CHALLENGE: 'Featuring 
four ski events — downhill, slalom, giant 
slalom, and Jumping — Downhill Chal- 
lenge is the only winter sports simula- 
tion program that focuses exclusively 
on skiing. We believe ski enthusiasts 
will find Downhill Challenge to be the 
most realistic emd thrilling ski simula- 
tion program available.' — Jenay Cot- 
trell, Broderbund 

Gp to five players may compete in this 
second product in the "Challenge Line." 
The animation moves lively at 12 frames 
per second in this French import of 
Microids' Super Ski. Amiga, Apple IIQS, 
Atari ST and IBM ($29.95), C-64/128 
($24.95). Circle Reader Service #35. 

OPERATION: CLEAN STREETS: 

'As Cleanup Harry, an undercover cop, 
the player faces an assortment of 


Page 16 


Computer Gaming World 





'PNliWiAHt 


mium 

jMcncwEMTU-^aMiSHUUBOl ' 

AGGOIADE 


IBM ($39.95), C-64/128 ($29.95). Circle 
Reader Service #39. 

Dstssoft* 

ANNALS OF ROME: "Players will be 
sitting on the edge of their seats, per- 
haps indefinitely, as they skillfully at- 
tempt to conquer and rule throughout 
the ages. In fact, there is no conclusion 
to this game unless you get defeated ." — 
Brenda Freinklin, Intel- 
licreations. 

Part of the new "War- 
gamers Series" (other tit- 
les include: Android 
Decision, Firezone, and 
Sorcerer Lord) imported 
from Great Britain, this 
strategy game features 
historical situations from 
the era of the Roman 
Republic through the 
end of the Roman Em- 
pire and possibly 
beyond. Amiga, Atari ST, 
IBM ($34.95), C-64/128 
($24.95). Circle Reader 
^rvice #40. 

Electronic Arts: 
CAVEMAN OGHLYM- 
PICS: "The old saying 
‘The race goes not al- 
ways to the swiftest, but 
to those who can avoid 
being eaten’ was probab- 
ly coined by a par- 
ticipant in this event ." — 
Zina Yee, Caveman Ggh- 
lympics documentation. 

This arcade game of- 
fers cartoon-typ>e anima- 
tion, humorous 
documentation, and chal- 
lenging comp>etition. 


thugs, punks and hoodlums in an all- 
out effort to wipe the city's streets 
clean. The backgrounds, 3-D anima- 
tion, detailed graphics, vetriety and free- 
form nature of the fighting combine to 
make this geune exceptionally realistic 
and challenging. — Jenay Cottrell, 
Broderbund. 

This improved version of the popular 
French game, Manhat- 
tan Dealers (Silmarils), 
features nine scenairios 4 

distributed over five 
levels of play. Think of it 
eis an urbanized version ^ 

of classic martial Eirts F n fl 
games with both a 
storyline aind topical 
moral lesson. Amiga, 

Atari ST ($39.95), IBM ‘ 

($34.95). Circle Reader , 

Buena Vista Software: 

WHO FRAMED 
ROGER RABBIT: "blow 
you can bring home the 
excitement of the movie. 

Who Framed Roger Rab- | . 

bit?, with this new com- 

puter game from Buena 

Vista Software. Using I 

state-of-the-art computer 

animation and graphics, 

plus music and sound ef- j^KllPliil 

fects, captures the zany 

humor and adventures 

in Toontown,Just like in 

the movie." — Debra 

Keene-Carter, Buena 

Vista Software. 

If the challenges of 
racing "Benny the Cab" 
through the streets of 
Tinseltown, retrieving 


on strategy if they so desire. Amiga 
($49.95). Circle Reader Service #37. 

TV SPORTS FOOTBALL: "We 

believe this is a genuine breakthrough 
that combines three things never done 
as a mix: 1) a satisfying ercade game 
with 2) a complete statistical geune that 
3) emulates an actual television broad- 
cast." — Bob Jacob, Cinemawere. 


ANNALS 


CJOTENIIN 

UfiH-^yNPICS 


the missing will at the Ink and Paint 
Club, and using cartoon gags to get 
past the weasel gang are anything like 
the fun we experienced when we saw 
the film, this should be a delightful 
game for the whole family. Amiga 
($44.95), Apple II, IBM ($39.95), C- 
64/128 ($29.95). Circle Reader Service 
#36. 

Cinemaware: 

LORDS OF THE RISING SUN: 

"Directly inspired by the classic film. 
Ran, this game has more animation 
than any computer game in history. It 
has two-and-one-half times die anima- 
tion of Rocket Ranger and offers the 
strategy of an SSl-style wargame, as 
well." — Bob Jacob, Cinermiware. 

This game offers the visual stimulation 
we have come to expect from 
Cinemaware, but allows players to tog- 
gle off the arcade sequences and focus 


This first in a series of sports games 
should prove interesting to joystick jock- 
eys and statistic savants alike. The 
capability for league play with a mix of 
both human and computer managed 
teams presented with the company’s 
usual stunning visual effects makes this 
a unique action-strategy product. 

Amiga, IBM ($49.95). Circle Reader Ser- 
vice #38. 

Ddts Esst* 

GUERRILLA WARS: "The newest title 
from Data East, Guerrilla Wars is an ad- 
venturous combat mission beised on the 
arcade game and offering the same 
clear graphics and action of the coin- 
op. The arcade version is currently in 
the top 10 on the industry charts ." — 
Dieuie Orr for Data East. 

Players attempt to rescue hostages in 
this conversion of a popular action 
game from the coin-op world. Atari ST, 


Players engage in Matetossing, Saber 
[Tooth Tiger] Racing (adding new mean- 
ing to running for your life). Fire 
Making, Clubbing, Dino Racing, and 
Dino Vaulting in this "prehistoric" pas- 
time. C-64/128 ($39.95). Circle Reader 
Service #41. 

JORDAN VS. BIRD:"/ never knew 
that games existed with such details 
and knowledge of the geune." — Michael 
Jordan, Chicago Bulls. 

From slam dunks to three-point shots, 
fast-moving action is the order of the 
day in this game for one or two players. 
There is much more to this release than 
the best-selling One-on-One of previous 
years. IBM ($39.95). Circle Reader Ser- 
vice #42. 

Epyx: 

FINAL ASSAULT: "There is nothing 
like this product. It's a mountain climb- 
ing simulation designed with help from 
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Eric Escoffier the mountain climber .’’ — 
Debra Simshauser, Epyx. 

Players chcx>se equipment, evaluate 
weather conditions, and select the slope 
for the assault In this carefully crafted 
product. A variety of routes to the top of 
the mountain are available (marked by 
familiar ski slope icons). 

The graphic of the 


Written by Mike Breggar (Prime Time), 
the game attempts to bring a dimension 
of sight and sound to your computer 
screen and offers a patented Twilight 
Zone plot twist for its conclusion. Amiga, 
IBM ($39.95), C-64/128 ($29.95). Circle 
Reader Service #46. 


ing. IBM ($39.95). Circle Reader Service 
#46. 

Ci3rd0** 

HIGH SEAS: "The IBM version of High 
Seas is a vast improvement over the 
earlier versions with many bells arul 
whistles added.” — Ralph Bosson, 
Garde'. 


mountain is very nicely 
done. Amiga, Atari ST 
($49.95), Apple lIGS 
($44.95). Circle Reader 
Service #43. 

LEGEND OF BLACK- 
SILVER: ”We’re getting 
back to our roots in this 
product. It's like Dun- 
geons and Dragons, but 
with incredible 
graphics.” — Debra Sim- 
shauser, Epyx. 

Players face eighty-two 
different monster-types 
(with names as hideous 
as "Rotlung parasites" 
and the "maggot-in- 
fested Fetid Wheeze") in 
this latest fantasy adven- 
ture from John and Char- 
les Dougherty 
(Question, Legacy of the 
Ancients, and Question 
11). Apple II, IBM 
($49.95), C-64/128 
($39.95). Circle Reader 
Service #44. 

Final Frontier: 

SPACE M+A-kX: ”It 

models all the problems 
and challenges of 
designing an authentic 
space station.” — Tom 
Keller, designer of Space 
M-l-A-l-X. 



®r5tr.«Mem/kv 


The focus of this game 
of fighting sail is on the 
period from 1750 to 
1810. Those interested 
in naval conflict during 
the Seven Years War, 
American Revolution, 
Napoleonic Wars, and/or 
War of 1812 will find this 
a flexible system. The 
game is particularly excel- 
lent In one-on-one 
frigate duels and small 
squadron actions. Apple, 
C-64/128, IBM ($49.95). 
Circle Reader Service 
#47. 

Infocom: 

BATTLETECH: THE 
CRESCENT HAWK’S 
INCEPTION: "This is 
the largest computer 
role-playing game avail- 
able, with a geography 
of over four million loca- 
tions. Emotive outtakes 
display emotive respon- 
ses of the chctracters, as 
well as zoom in on par- 
ticular battle action se- 
quences in the game. 

You will feel as if you 
have been thrown into 
the middle of the bat- 
tlefield, going head-to- 
head with an enemy 
BattleMech!” — Eileen 


This sophisticated simulation has been 
made more user-friendly in the latest ver- 
sion, but it still offers the kind of realistic 
challenge that has enabled it to be used 
in course work in several major univer- 
sities. IBM ($59.95). Circle Reader Ser- 
vice #45. 

First Row: 

TWILIGHT ZONE: "Based on the ex- 
citement of the famous TV series, the 
geune thrusts you into several stories 
which seem, at first, unrelated, but even- 
tually weave themselves into a single fas- 
cinating plot with suspense, excitement, 
and a fririlling, mysterious ending." — 
Linda Shaifer, First Row. 

[Read the following with a Rod Serling 
accent) Submitted for your approval, this 
is the first of a series of graphic adven- 
tures bcised on the television program. 


SI vn o s ^ cii** 

PETE ROSE PENNANT FEVER: 

”Designed in conjunction with the legen- 
dary 'Charlie Hustle, ’ baseball’s all-time 
leading hitter, Pete Rose Pennant Fever 
is bound to be one of the season’s top 
sellers. It offers on field perspective and 
lets you guide your own team to the 
pennant. You’re on the field, in die 
dugout, and in die front office. Like Pete 
wanted, it’s simply faster, hetrder, and 
better.” — Lou Viveros, Geunestar. 

From Scott Orr’s conception to the 
able execution of the programming crew 
at Dynamix, this action-strategy game 
has plenty to offer. Statistics-oriented 
players won’t like it, but those looking 
for a blend of on and off the field 
management with plenty of action- 
oriented options will find this game excit- 


Milauskas, Infocom. 

Richly detailed and entirely consistent 
with the BattleTech universe created by 
FASA, this product has been heavily in- 
fluenced by Japanimation (science fic- 
tion-oriented animated cartoons) and 
Japanese monga (phenomenal selling 
comic books) to produce a daring new 
approach for an adventure game (espe- 
cially an Infocom adventure game). 

IBM ($49.95). Circle Reader Service #48. 


ZORK ZERO: ”From the exciting 
prologue, where you will come face to 
face with Lord Dimwit Flathead the Ex- 
cessive, to the climactic epilogue;, 
where you’ll meet the most powerful 
wizard ever to set foot on the soil of 
Quendor, Zork Zero has something for 

(Continued on page 27) 
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The world's best selling chess 
prognnn just got hotter. 



SARGON 4 IS aunt 



Sargon, the cunning, master- 
ful ruler of the ancient world is 
ready to challenge, coach, and 
entertain you with the strongest 
chess algorithm and the best 
3D graphics ever. 

Experienced players beware. 

Select one of the levels in 
Sargon’s upper range and you 
encounter the most advanced 
chess algorithm available in a 
microcomputer program. Sargon 
has beaten a human chessmaster rated 
over 2,200. 

Newcomers to chess fear not. 

Simply select one of the easier 
modes or use the special Novice levels. 
Helpful learning features and an illus- 
trated booklet assist you in taking back 
moves, asking for hints, or changing 
sides with Sargon. 

No mercy on the competition. 

Sargon 4™ has an opening library of 


over 145,000 moves -more 
than twice as many as 
competing programs. And 
it beats its closest micro- 
computer software rival, 
Chessmaster 2000,™ 
seven out of every eight 
games in matched one- 
on-one play. 

Ready to entertain you. 
Sargon 4’s dazzling 
graphics add a new dimension to 
chess. Play in either the 2D or vivid 
3D mode. Choose from an assort- 
ment of 5 stunning handcrafted 
chess sets, or use the unique Piece 
Sculptor to create a completely 
personalized set. 

Over a quarter of a million chess 
players have already made the Sargon 
choice. It’s your move now. 

Available at fine software dealers 
or call 1-800/826-0706 


A 

ONE KENDALL SQUARE • CAMBRIDGE, MA 02139 


Chessmaster 2000 is a registered trademark of Software Country. Some features are hardware dependent and not available on all computers. 





Cinemaware Corpofation, 416S Thousand Oaks Blvd., Westiake Village, Ca. 91362 Tel: (805) 495-6515 
Available for Amiga, Atari ST, Apple ligs, IBM PC and Commodore 64, which are trademarks respectively of Commodore-Amiga, Atari Inc., Apple Computer, Inc., International Business Machines 

and Commodore Electronics, Ltd. Not all products are available for all formats. 





Game of the Year Awards 


Game of the Year 
Awards 


On September 3, 1 988, Computer 
Gaming World presented the Computer 
Gaming World 
Game of the Year 
Awards at the Los 
Angeles Airport 
Hyatt Hotel during 
the Gateway 1 988 
gaming conven- 
tion. Editor, 

Founder, cind 
Publisher Russell 
Sipe was the 
M^ter of 
Cerernonies and 
the program began with an audio-visual 
stroU down CGlVs memory lane. Then, 
some candid shots of the staff eind work 
environment at the 
magazine's offices were 
shown. After these brief 
presentations, the 
nominees for Adven- 
ture Game of the 
Year were presented: 

Electronic Arts for 
Bard’s Tale HI: The 
Thief of Fate — Bill 
Heineman, Michael A. 

Stackp)ole, and Bruce 
Schlickbemd (desig- 
ners), Todd J. Camasta 
(graphics), Kurt Heiden 
(music), Brian Far- — 

(executive produv. lor Interplay Produc- 
tions), and Dave Albert (producer for 
Electronic Arts). 

Infocom for Beyond 
Zork — Brian Moriarity 
(designer). 

Origin Systems for Ul- 
tima V: Warriors of 
Destiny — Richard "Lord 
British" Garriott 
(designer). 

Electronic Arts for Was- 
teland — Alan Pavlish, 

AAichael A. Stackpxsie, 

Brian Fargo, eind Ken 
St. Andre (designers), 

Todd J. Camasta 
(graphics), Elizabeth T. 

Danforth (additionzil maps), Brian Fargo 
(executive producer for Interplay Produc- 
tions), and Dave Albert (producer for 
Electronic Arts). 

Sir-Tech Software for Wizardry IV: The 
Return of Werdna — ^Andrew Greenberg, 


Robert Woodhead, and Roe R. Adams III 
(designers). 

And the WIN- 
NER of CGWs Ad- 
venture Game of 
the Year is: 

Electronic Arts for 
Wasteland — [Ed: 
Wasteland offers in- 
teresting en- 
counters via in- 
visible attribut 
checks, one of the 
cleverest uses to 
date of skill-based character growth, 
and an intriguing storyiine.] 

Next, nominees for Action Game of 
the Year were 
presented: 

Spectrum Holobyte for 
Falcon — Gilman Louie 
and Mark Johnson 
(designers). Bob Cos- 
ton, Gilman Louie, 

Jody Sather, Jeffrey 
Stokol, zind Mark 
Johnson (graphics), 
with Ed Bogas (music). 
Sublogic for Jet 
(68000 versions) — Char- 
les Guy (original desig- 
ner), Chris Green 
(68000 versions), and Bruce Artwick (ex- 
ecutive producer for Sublogic). 
Microprose for Pirates — Sid Meier and 
Arnold Hendrick (desig- 
ners), with Michael 
Haire (graphics). 
Microprose for Stealth 
Fighter-^im Synoski 
and Arnold Hendrick 
(designers), Michael 
Haire and Michele 
Mahan (graphics), Ken 
Lagace (music and 
sound), and Ed Bever 
(scenario development). 
Cinemaware for The 
Three Stooges — John 
Cutter, Bill Zielinski, 
Timothy Skelly, and 
David Thiel (designers), Richard Ditton 
(video compression), Larry Garner 
(sound compression), and Phyllis and 
Robert Jacob (executive producers). 

(Continued on page 35) 



Michael Stackpole smiles as Russell Sipe 
presents the award for Wasteland to 
Brian Fargo and Alan Pavlish. 



Scott Watson of Microprose's coin-op 
division accepts the award for Pirates. 



Wayne Holder, President of FTL, accepts 
the special award for Dungeon Master. 




It’s the 1990's. WWlll has begun. You 
command an attack submarine wolf- 
pack. Your task: penetrate the Soviet 
bastion: detect and destroy Soviet 
strategic reserves— SSBNs. 

■ Zooming, 
scrolling 
battle maps 
getyou close 
to the action. 

■ Easy pointer interface gets you 
playing fast. Dropdown menus 
and popup command boxes give 
you maximum control. 

■ No complicated phased turns. 
Play In real time or compress It as 
much as 60 times. When the 
action gets hectic, unique Pulse 
Time Mode lets you slow ltdown, 

■ Modern submarine warfare 
simulated In detail. Each US, UK 
or Soviet sub carries accurately 
modeled weapons and sensors. 

For Atari ST with color monitoror IBM 
with Hercules, CGA or EGA graphics. 
Runs with Digital Research GEM/3 
system software. Mouse optional. 

Price: $39.95 includes shipping. NY 
add 7.5%. For fast delivery/ info call 

« 1 - 800 - 243-0345 


lYric Software, Inc. 

6 Beach Plum Drive 
Northport, N.Y. 11768 
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Review 


Longing for 
Shandola 


iniersteVs ^'First Expedition!' 

by Dennis Owens 


Day 76 

Nine days since we last saw a ship — ammo, fuel, and sup- 
plies ntnning low. No food! Haven’t eaten in such a long 
time, my first mate is starting to resemble a chicken leg. I 
caught him sUuing hungrily at me yesterday. 

That islcind must be in these waters. The charts, the natives’ 
superstitions, even our own legends indicate that it must be 
here. Somewhere. 

Time is running out. Long past the point of turning back, 
we circle and backtrack endlessly. Even, I fear, if we should 
find the sun sphere, we will not have the fuel or the food to 
make it back to Shandola. 

We will sccirch one last day: tomorrow. It is one thing for 
us to die; quite emother for the planet to be doomed. 

Interstel's First Expedition is a simulation of a seagoing 
simulation. Neither as complicated nor as breathlessly ex- 
hilirating as actually sailing a vessel, it is, nonetheless, an ac- 
curate depiction of what goes on at sea. Gnfortunatety, short 
of taking a few potshots at sea beasts for food, squinting at 
ships on the horizon to tell if they are pirates or not, and 
wzindering ziround a very tiny bit on a few islands, virtually 
nothing happens for long stretches of time in this game. 

The object of the quest is to recover three sun spheres 
which have been stolen from their repository in the holy 
shrine on the island of Shandola. Without these spheres in 
their proper place, the plzinet Yorland will be defenseless 
against the destructive rays which the comet Halistrom — due 
back in 1 00 days — emits. 


result, though, is that 
it is virtually impos- 
sible to die. The only 
undesirable ways for 
the game to end is to 
go without food for 
two days or not find 
the sun spheres in 
Ume. Since sea beasts 
are so plentiful (zind it 
only takes one well- 
aimed shot to obtain a 
three-days’ supply of 
fresh meat), once you 
get used to the ship’s 
cannon’s ballistic sys- 
tem, you will almost 
never need to go 
hungry again. 



Players also rarely 
have to do vwthout 
money. Simply defend- 
ing one’s ship success- 
fully against pirates — 
who do nothing more 
than board the ship 
and take a third of its 
supplies — gzirners more money and noth- 
ing in this game is very expensive. 

Fuel, depending on the distance you 
need to travel, can sometimes last for 
three or four trips between islands 
(longer as the boat class goes up). Rock- 
ets (which provide an aerial view of the ship’s surroundings), 
ammo, fuel, food, and doctor’s assistance, can be purchased 
at any island which has a pier. 


TITLE: 

fifst Expedition 

SYSTEM: 

IBM 

# PLAYERS: 

1 

PRtCE: 

$49.95 

KSIGNER: 

Steven Englestad 

PUBLISHER: 

Intettte! 


Webster, TX 


So, while it is thoughtful that Interstel wanted to make this 
a game which was easy to begin (who can ever forget the 
horrors of trying to get started in the original Might and 
Magic?), what gameplayers really want is to have a game 
start slowly, let them get comfortable with the system, and 
then, let the weirdness start. We do not want the games to 
be inanely simple. 


To succeed in the quest, player characters are provided with 
a ship, first mate, compass, star chart, map, and some 
money to buy food, fuel, and other necessities. Basically, 
then. First Expedition becomes a process of motoring back 
and forth across the world represented on the map; attempt- 
ing to pick up messages; trying to find the sun spheres; and, 
occasionally, stopping to refuel or replenish the ship’s supply 
of food/ammo/rockets. 

Bad Tidings 

Part simulator and port quest game. First Expedition is not 
a role-playing game. The only attributes that can be in- 
creased are those of the ship (see chart). Neither is it the excit- 
ing science-fiction adventure that the gcime’s designer, 

Steven Englestad, seemed to have had in mind. What it is — 
besides trying mightily to be an educationeil geime — is relative- 
ly slow-moving. Days on end of being surrounded by water 
may sound romantic, but much of this game is less stimulat- 
ing than sitting and watching barnacles grow. 

Perhaps the biggest problem with the game (and I quote 
from the manual) is that it 'was designed so that some ter- 
rible event will not ‘kill’ you suddenly and unexpectedly." The 


Options allow players to set the speed of the game, the skill 
level needed to fire the cannon accurately, toggle the sound 
oiVoff, and use autoplot for navigation. Even playing the 
game at as fast a sp>eed setting as possible, left far too much 
of the time for staring at the screen and wciiting for some- 
thing to happen. 

First Expedition has some interesting premiums, however. 

The compass, map, cind star chart are nice cardboard 
enclosures, but they end up becoming cumbersome to use 
and ultimately detract from, rather than enhance, game play. 

All their features could hcive been included in the program it- 
self. 

Autoplot was a tremendous assistance because, even 
though the manual suggests the use of triangulation (and 
provides several pages of the documentation to explain the 
process), the procedure simply takes too long. First, the 
player looks at the night sky and chooses a star; then, he ex- 
amines the star chart carefully enough to locate the star he 
saw in the sky; this is followed by looking up the star’s ab- 
breviation in the star catcilogue; and finally, . . . you get the 
idea. All of that is done and the player still hasn’t even gotten 

(Continued on page 61) 
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^)SMght 

Our specialty is software! Call or send for our complete listing of games and other software for 
IBM, AMIGA, COMMODORE and APPLE. 

We’re so sure you’ll love ordering the Wright way, the call is on us! 


IBM SOFTWARE 



LIST 

WRIGHT 


PRICE 

PRICE 

2400 AD 

$30 

$20 

4th & Inches 

40 

26 

Ancient Art of War 

45 

29 

Ancient Art of 

War at Sea 

45 

29 

Apollo 18 

40 

26 

Balance of Power 

50 

34 

Bard's Tale 

50 

33 

Beyond Zork 

50 

33 

Black Cauldron 

40 

26 

Breach 

40 

26 

Bridge 5.0 

30 

20 

California Games 

40 

26 

Chessmaster 2000 

45 

29 

Defender of the 
Crown 

40 

26 

Earl Weaver's 
Baseball 

40 

26 

Elway 

Quarterback 

30 

20 

Empire 

50 

33 

Falcon 

50 

33 

Flight Simulator 
3.0 

50 

33 

Gold Rush 

40 

26 

Gunship 

50 

33 

Hunt for Red 
October 

50 

33 

Impossible 
Mission II 

40 

26 

Jordan i/s Bird: 
one on one 

40 

26 

King's Quest 1, II, 
III or IV 

50 

32 

LA. Crackdown 

50 

33 

Leisure Suit Larry 

40 

26 

Leisure Suit 

Larry II 

50 

33 

Manhunter 

New York 

50 

32 

Monopoly 

40 

26 

Nobunaga's 

Ambition 

60 

39 


Pirates 

40 

26 

Platoon 

40 

26 

Police Quest 1 or II 

50 

32 

PT-109 

50 

33 

Rings of Zilfin 

40 

26 

Rocket Ranger 

EGA 

50 

33 

Romance of 

Three Kingdoms 

70 

46 

Sent. Worlds 1: 
Future Magic 

50 

33 

Shard of Spring 

40 

26 

Sherlock 

43 

28 

Shiloh 

40 

26 

Silent Service 

35 

23 

Solitaire Royale 

35 

23 

Sons of Liberty 

40 

26 

Space Max 

60 

39 

Space Quest 1, 11 
or III 

50 

32 

Star Command 

50 

33 

Starflight 

50 

32 

Star Saga 

80 

52 

Strike Fleet 

40 

26 

Test Drive 

40 

26 

The Games: 
Summer Edition 

50 

. 33 

The Games: 

Winter Edition 

50 

33 

The Sporting 

News Baseball 

40 

26 

Thexder 

35 

23 

Three Stooges 

50 

33 

Thud Ridge 

40 

26 

Ultima 1 or III 

40 

26 

Ultima IV or V 

60 

39 

Under Fire 

35 

23 

Universal Military 
Sim. 

50 

33 

Visions of 
Aftermath 

40 

26 

Wargame 
Construction Set 

40 

26 

Warship 

60 

39 

Wasteland 

50 

33 

Willow 

40 

26 


Wizard's Crown 

40 

26 

Wizard Wars 

45 

29 

Zak McKracken 

45 

29 

AMIGA SOFTWARE 



LIST 

WRIGHT 


PRICE 

PRICE 

Barbarian 

$40 

$26 

Bard's Tale 

50 

34 

Clever and Smart 

35 

23 

Defender of 
Crown 

50 

33 

Earl Weaver 
Baseball 

50 

33 

Final Assault 

45 

29 

Impossible 
Mission II 

50 

33 

King's Quest 1, II 
or III 

50 

32 

L.A. Crackdown 

50 

33 

Lords of the 

Rising Sun 

50 

33 

Marble Madness 

50 

33 

Menace 

30 

20 

Obliterator 

40 

26 

Paladin 

40 

26 

Police Quest 

50 

32 

Questron II 

50 

33 

Rocket Ranger 

50 

33 

Sherlock 

40 

26 

Solitaire Royale 

30 

20 

Space Quest 1 or II 

50 

33 

Starglider II 

50 

33 

Terrorpods 

40 

26 

Thexder 

35 

23 

Three Stooges 

50 

33 

Twilight Zone 

40 

26 

Ultima III 

40 

26 

Ultima IV 

60 

39 

Universal Military 
Simulator 

50 

33 

War In Middle 
Earth 

60 

39 

Wizard Wars 

40 

26 


C-64 SOFTWARE 



LIST 

WRIGHT 


PRICE 

PRICE 

2400 AO 

$40 

$26 

American Civil 
War2cr3 

40 

26 

Bard's Tale 

45 

30 

Bard's Tale II or III 

50 

32 

Battles of 
Napoleon 

50 

33 

Demon's Winter 

30 

20 

Empire 

50 

33 

King's Quest 1, II, 
III or IV 

50 

32 

Madden Football 

50 

33 

Manhunter 

New York 

50 

32 

Space Quest 1 or II 

50 

32 

Ultima IV or V 

60 

39 

Under Fire 

60 

39 


APPLE II SOFTWARE 



LIST 

WRIGHT 


PRICE 

PRICE 

4th & Inches 

$30 

$20 

American Civil 
WarVol2or3 

40 

26 

Bard's Tale 1, II or III 40 

26 

Battles of 
Napoleon 

50 

33 

Demon's Winter 

30 

20 

Impossible 
Mission II 

40 

26 

Jordan i^s Bird: 
One on One 

30 

20 

Questron II 

40 

26 

Red Storm Rising 

40 

26 

Road Runner 

35 

23 

Three Stooges 

35 

23 

Ultima IV or V 

60 

39 

Zak McKracken 

35 

23 


Same Day Shipping (subject to availability) 

Ofdef by mail with money order or check (check orders not shipped unlit cleared). Do not send cash. 

SHIPPING: U.S. orderssentU.PS. Add $2.50 lor shipping and handling. U S. Mail, FPO and APO available. Call lor shipping and 
handling costs. Kansas residents add 5% sales lax. Prices subject lo change. 

Wright Computer 

P.O. Box 780444 / Wichita, KS 67278-0444 


VISA • MASTERCARD 


( 316 ) 681-0331 

Call Collect 



NAVAL COMBAT FOR YOUR CPU, 1906-1996... 
FROM SIMULATIONS CANADA 

***NEW*** NORTHERN FLEET, Modern Naval Operations In The Atlantic 
Ocean. With RFTH ESKADRA we brought you the modern ^uatTbn in the 
Mediterranean Sea. With SEVENTH FLEET you could expand your modern 
naval gaming to the Pacific Ocean theatre. Now, in the most detailed and 
sophisticated simulation In the series, come to the focal point of the mightiest 
fleets in existence: the North Atlantic of NORTHERN FLEET. As the theatre 
commander you have at your disposal a wide range of weapons Including 
carrier groups, submarines, special forces, mine warfare, airborne troops, 
and amphibious assault units. Can you win the war for the North? Design by W. 
Nichols, Development by J. Baker & S. Newberg. For Apple II, Atari ST, & 
IBMPC systems. 

•**NEW*** GRAND FLEET, Tactical Naval Combat In The North Sea, 1906- 
1920. It was the era of the Dreadnought, Lord Fisher's wonder of naval power 
that swept away decades of warship design and gave Germany the chance to 
build its way to maritime equality with its arch rival, England. And their theatre 
for conflict, for eventual confrontation was Inevitable, was the choppy, fog 
ridden confines of the North Sea. Building on the system ideas of our very 
detailed viewpoint oriented simulations LONG LANCE and IN HARM’S WAY 
we have reproduced grand tactical WWI naval all the way down to setting the 
wind direction. 5 scenarios give you the gamut from raids to Jutland, and a 
"build your own" system provides for as many new scenarios as you can 
imagine. Design by J. Baker, development byS.Newberg. For Apple II, Atari 
ST, & IBMPC systems. 

IN HARM’S WAY, Tactical Naval Combat In The Pacific, 1943-1944. You have 
exercised your command and driven your commanders ior a year in the 
ultimate school of hard knocks; I ronbottom Sound. The I.JJ^. seemed invincible 
at first but you have learned and you are ready. It is time to take the war to 
them. IN HARM'S WAY is the continuation of our highly realistic, viewpoint 
oriented, grand tactical simulation LONG LANCE. The game has been modified 
to reflect the changes of the later years of the war and provides open ocean 
areas, as well as Island locales, for its 9 scenarios and "build your own" 
system. Design by W. Nichols, development by S. Newberg. For Apple II, Atari 
ST, C64/128, or IBMPC systems. 

LONG LANCE, Tactical Naval Combat In The Pacific, 1942 . Your general 
doctrine and tactical specilications for engagements have been carefully thought 
out for each of your three action groups. Procedures were covered earlier in 
the day on your flagship. Your night orders have been given and it has been a 
long day. You turn in at 0035 hours. At 0147 an orderly wakes you with word 
that gunflashes have been sighted in the direction of Bravo Group’s patrol zone. 
Before the night Is over the slot will be filled with burning wreckage. LONG 
LANCE is unlike any other computer game you’ve seen. It Is a highly realistic, 
viewpoint oriented simulation at the grand tactical level. Design by W. Nichols, 
Development by S. Newberg. For Apple II, Atari ST, C64/128, or IBMPC 
systems. 

SEVENTH FLEET, Modern Naval Combat In The Pacific Ocean . Fora number 
of years the U.S.S.R. has been building up its naval forces in the Pacific basin as 
a counter to the U.S. Seventh Fleet. SEVENTH FLEET builds on this situation to 
model current naval strategic operations and confrontation. The players are 
placed in the positions of theatre naval commanders with the entire Western 
Pacific as their assigned area of operations in a tense game of strike and 
counterstrike. Design by W. Nichols, development by S. Newberg. For Apple 11, 
Atari ST, C64/128, or IBMPC systems. 

BATTLE OFTHE ATLANTIC, The Ocean Lifeline, 1940-1944. BOTA is a 
fuil scale strategic simulation of the struggle for control of the sea lanes from 
North America to England and Russia. You are put in command of the German 
navy as the Axis player, with a small but powerful surface fleet, patrol & strike 
aircraft, and a growing submarine force. As the Allied player you become the 
Western Approaches commander, deploying the air and surface forces of the 
Home Fleet and convoy escort groups, as well as hunter/killer ASW groups. 
Design by L. Howie, Development byS.Newberg. BOTA 4.0+ is a substantial 
revision of the original game adding flexibility and sophistication to an already 
detailed system. For Apple II, Atari St, or IBMPC systems. 

FIFTH ESKADRA, Modern Naval Combat In The Mediterranean Sea. The 
Mediterranean was the cradle of Western Civilzation. Its seas and coastlines 
have seen innumerable confrontations from the time of Homer. The ships and 
people have changed, but little else. FIFTH ESKADRA is a game of possible 
conflict between NATO and the Warsaw Pact on the great inland sea. Both 
players represent theatre naval commanders, each tasked to utilize their 
available aircraft, warships, & submarines to gain control of the 
Mediterranean. Design by W. Nichols, Development by S. Newberg. For Apple 
II, Atari ST, C64/128, or IBMPC systems. 

GREY SEAS, GREY SKIES, Tactical Modern Naval Combat. The world of the 
modern naval officer has become very complex. A captain no longer stands on 
his bridge to view the approach of his enemies and see the effects of his fire. 
The men that command mode rn ships now do so f rom deep inside the ship’s hull 
in a room full of electronics dedicated to detecting, tracking and attacking the 
enemy, the Combat Information Center. GREY SEAS, GREY SKIES puts you 
in that room in command of one or more submarines or surface warships. 
Apple II, Atari ST, and IBMPC versions are completely new editions with major 
updates, and as well the ST & IBM versions contain maior revisions so as to 
ntake them virtually new games. Design by W. Nichols, development By SI 
Newberg. For Apple II, Atari bl , C64/128, or IBMPC systems. 

ORDERING INFORMATION, PLEASE READ CAREFULLY: All computer 
games are $60.00 each for Americans (including shipping), $80.00 each for 
Canadians (Fed. Tax & shipping included), and $65.00 each for purchasers 
outside North America (shipping Included) . We will let cheques clear before 
shipping, so money orders are preferred. Please be sure to tell us which 
computer you own. Note that purchasers from outside of Canada should send 
payment In U.S. funds. Nova Scotia residents must add an extra 10% of the total 
for Provincial tax. 

SIMULATIONS CANADA, P.O. Box 452, Bridgewater, NS, Canada, B4V 2X6. 
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Inside the Industry 

(Continued from page 15) 

flying simulations is ready to 
go on the record, C<JW has 
had two different projects 
confirmed by inside sources. 
Don’t be surprised if a 
license £ind design consult- 
ation has been obtained 
from the Blue Angels 
precision flight team for one 
of the projects. Marketing 
and legal considerations 
keep both companies from 
going "on the record" at this 
point in time. 

Origin Plots 

New Corporate 
Strategy 

Signifying a new position- 
ing among software 
publishers, Origin Sys- 
tems, Inc. has changed 
both the corporate and 
product brand name to 

Origin. Robert Garriott, presi- 
dent of Origin, recently out- 
lined the company’s new 
strategy by stating, "For the 
past six years. Origin has 
generally been known as a 
one-or-two product-a-year 
company, with the Ultima 
series clearly being our 
hallmark accomplishment." 

The executive, co-founder of 
the software comjjEiny with 
his more famous sibling 
(Richard "Lord British" Gar- 
riott), went on to state that 
the company has been in- 
volved in intensive internal 
product development for the 
last two and a heilf years and 
the time has arrived when 
the company can project 
more thm a dozen new 
releases over the next two 
years. "We’re sitting on a 
goldmine of diversified new 
entertainment software titles. 

and we’ve developed some 
pretty bold strategies and 
business plans to bring 
them to market." The soft- 
spoken president envisions 
more than a series of fantasy 
role playing games and ex- 
pects that; "The next two 
years will see the introduc- 
tion of altogether new 
categories of computer enter- 
tainment from Origin." [Ed.: 
For more information, see 
"Fantastic Voyages //" in 
this issue.] 

Jack Nicklaus 
Eagles Accolade 
License 

Accolade, Inc. and Jack 
Nicklaus Productions have 
signed a three year agree- 
ment for the purpose of 
developing golf simulations 
for the home computer. 

Jack Nicklaus’ Greatest 18 
Holes of Major Champion- 
ship Golf is the first slated 
product. Based on Nicklaus’ 
ABC SpxDrts videotape 
presentation, this game also 
includes two Nicklaus- 
designed courses (Cetstle 

Pines and Desert Mountain). 
CGW was eiUowed an early 
preview of this product arid 
the editorial staff was im- 
pressed. The product will in- 
clude five "male" and four 
"female" golfers as com- 
puterized opponents. One of 
these opponents is Jack him- 
self. NieWaus claims that he 
can be beaten in this 
program with more powerful 
shots because he h^ always 
been a position player. The 
program takes the strengths 
of Accolade’s Mean 16 and 
builds upon them with the fi- 
nesse and expertise of Nick- 
laus. The company intends 
to have the program on sale 
prior to the 1 988 Christmas 
season. 
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Hell ON viEDTER 




You 're haded for beer and taking no 
prisoners, with Sea Sparrow and Harpoon 
missiles, 7Bmm cannon, depth charges, 
infrared chaff, and ECM radar jammer. 



in the Briefing Room, you team that some- 
body's messing with Unde Sam again. Get 
your orders, outfit your ship, assign your 
crew, and head for the action. 


Full aerial map shows the theater of 
operations, while dual radar screens 
monitor close-in combat maneuvers and 
iong-range strategic movements. 


FOR COMMODORE™ 64/128 
COMPUTERS. 

SEE YOUR LOCAL RETAILER OR 
CALL1-800-227-6900, TO ORDER 
DIRECT. 


diVisioM. 


® 19BB ACTIVISION. Ocean Ranger is 8 trademark of 
ACTiVISON. Commodore is a trademark of Commodore 
Electronics, Ltd. 











An interstellar, interactive, 
role-playing space opera. 

There's not another game 
like it on earth. 

From the creator of Wizardry® comes an 
entirely new concept in computer 
gaming. Open the box to reveal a unique 
combination of elements never before 
found in a single game. Six vivid characters 
with unparalleled role-playing depth, living an 
epic science fiction adventure. The tactics and 
strategy of a challenging board game. An expert 
computer game-master, moderating the actions of one 
to six players. STAR SAGA: ONE™ Beyond the 
Boundary. It's a multi-media entertainment experience 
that will sweep you off your feet. Ask for it at your local 
software dealer today, or call (813) 888-7773 for 
more information. 






BEYOND THE BOUNDARY 


Available for; Apple II Family, Apple IIgs, IBM-PC and Compatibles, and Tandy. 
Masterplay Publishing Corp.- 841 7 Sun State St., Tampa, FL 3361 4 




Wizardry is a registered trademark of SIR-TECH Software, inc, 
STAR SAGA:0NE is a trademark of Masterpiay Pubiishing Corp. 
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everyone and promises to be the best of- 
fering yet." — Eileen Milauskas, Infocom. 

With more than 200 locations, more 
puzzles than the oriqined 
Zork trilogy combined, 
the first graphic puzzles 
to be utilized in an In- 
focom title, and the in- 
sane humor of Steve 
Meretzky, it is no wonder 
that thousands of fans 
are anxiously aweiiting 
this title. Macintosh 
($49.95). Circle Reader 
^rvlce #49. 


Koei: 

GENGHIS KHAN: "If you thought 
Nobunaga’s Ambition uias the greatest 
sirrudation game you had ever played, 
it’s time to change your mind. Genghis 
Khan combines the realism and sophis- 
tication of previous Koei games with a 
more complex battle system and 
graphics that will set a new industry 
standard." — Bill Swartz, Koei. 


Interplay: 

NEUROMANCER: "We 

think it's hot' It's the 
first cyberpunk com- 
puter role-playing geune; 
has a soundtrack by 
Devo; and comes ftom 
the designers of The 
Bard’s Tale and Was- 
teland." — Brian Fargo, 
Interplay. 

For those who missed 
the "Sneak Preview" of 
Neuromancer in the Sep- 
tember issue of CGW, 
this is a marvelous 
presentation of the en- 
vironment, chciracters, 
technology, and basic 
plotline (with a game- 
oriented twist) from Wil- 
liam Gibson’s Hugo, 
Nebula, and Philip K. 

Dick award-winning 
novel. C-64/128 
($39.95). Circle Reader 
Service #50. 


V A f; C r 0 ? I C H H >? ■. O S ' 

1^16 SIfiwlQticm 


with the original, but John Elway's 
Quarterback delivers more than the 
usual conversion. Apple II, C-64/128, 

IBM ($29.99), Apple lIGS ($39.99). 

Circle Reader Service #53. 

Microprose: 

F-19: "We feel it's the culmination of 
four or five years of effort at Microprose. 
Everything we've learned in terms of 
flight simulation, 3-D graphics, and 

gameplay has been put 
into this one product ." — 
Sid Meier, Microprose. 

With products like F- 
19, the creative team at 
Microprose continues to 
"expand the envelope." 
IBM ($64.95). Circle 
Reader Service #54. 

Mindscape: 

THE COLONY: "A 

sophisticated 3-D model- 
ing system brings to 
your computer screen 
the smooth, real-time, 
hidden-surface anima- 
tion formerly found only 
in expensive military 
and commercial 
simulators. Add to that 
a high quality sound- 
track featuring digitized 
sound effects and you'll 
feel as though you’re ac- 
tually inside the strange 
environment of this dis- 
tant world." — Karen 
Novak, Mindscape. 

This science fiction ad- 
venture offers a unique 
interface, perspective, 
and feeling as the player 
dons the role of a space 
marshall and patrols a 
space colony where 
something has gone ter- 
ribly wrong. Macintosh 
($49.95). Circle Reader 
Service #55. 


Interstei: 

SCAVENGERS: "The planet is toast, 
all your CD’s melted, and your dog got 
eaten by a zombie. What else can you 
do but Join the Scavengers — a futuristic 
fantasy/adventure/role-playing/strategy 
geime that takes you through RAD 
storms, mutant monsters, and a sal- 
vage mission to save the world." — Erin 
Green, Insterstel. 

The approach to this game is multi- 
faceted. It is neither a clone of other 
post-nuclear holocaust games nor a 
game that fits neatly into any category. It 
is a fresh approach to survivalism. IBM 
($49.95). Circle Reader Service #51 . 


This series of games has a serious his- 
torical basis and a challenging 
playability. Everything from the excellent 
graphics and detailed documentation to 
3ie numerous permutations of 
gameplay underlies this company’s in- 
tent to enable the player to "make his- 
tory." IBM ($59.95). Circle Reader Ser- 
vice #52. 

Melbourne House: 

JOHN ELWAY’S QUARTERBACK: 

"Quarterback has been my favorite 
game since I discovered it in the Ar- 
cades." — John Elway, Denver Broncos. 

Rarely does a home computer version 
of an coin-op hit convey the graphics ex- 
cellence or excitement of play associated 


ROAD RAIDER: "Chris Gray, author 
of the best-selling Infiltrator, has done it 
again with Road Raider. A wild etnd 
crazy demolition derby . . . brings the 
game to an action-packed climax ." — 
Karen Novak, Mindscape. 

The game sounds like Mad Max meets 
The Terminator in the car chase scene 
from The French Connection. Amiga, 
Atari ST ($39.95), C-64/128 ($29.95). 
Circle Reader Service #56. 

New World Computing: 

MIGHT AND MAGIC II: "After over a 

(Continued on page 52) 
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Review 


Introduction 

Red Storm Rising was sneak previewed last month, but with less 
than two weeks to play with the system, this reviewer was able to 
give only a brief overview of the product. This article will delve fur- 
ther, concentrating upon successful (and not so successful) 
tactics. 

The game itself is a simulation 
of modern submarine warfare. In 
fact, the title might be more ac- 
curately given as Red Storm 
Rising: Part I. Currently, Micro- 
Prose has no concrete plans for 
additional simulations (air, land, 

CVBG [carrier battle group]), but 
who knows what the future 
holds. The simulation is in line 
with Microprose's product 
phiiosophy — professionaiiy produced, his- 
torically accurate and vastly entertaining. 

Game Play 

Basic appearance and game play was 
covered in the prior article, so this review 
wili concentrate on survival in the icy 
waters of the North Atlantic. There are 
certain paths to success and even more 
routes to the Deep Six. However, Red 
Storm Rising is relatively easy to learn 
and win. This reviewer does not mean 
that the challenge is absent, but while 
the challenge is omnipresent, it is sur- 
mountable. 

When players first view the documenta- 
tion, they will fear the worst. However, 
most of the documentation is composed 
of historical data, while the actual game 
play becomes intuitive after 2-3 scenarios. 

Tactical Guidelines for Offense 

Clnlike Silent Service, Red Storm 
Rising offers quick and easy access to 
the enemy. While World War II sub- 
marines often spent long periods looking 
for the enemy. Red Storm Rising postu- 
lates that modern sensor mechanisms (e.g. aircraft reconnais- 
sance, satellites, etc.) will generally pinpoint enemy locations. Get- 
ting there was never really half of the fun, and in Red Storm 
Rising, contact is usually quick. Even when immediate contact is 
not achieved, be aware that some enemy vessel is within your 
sphere of operations and for every enemy vessel, there is an ade- 
quate offense. 

SCJRFACE VESSELS: Generally, these are the easiest kills. When 
possible, achieve early contact, use missiles {Tomahawks or Har- 
poons) and sweep the se£is. To utilize missiles, the submarine 
must be at a depth of 300’ or less. Speed, however, is not a fac- 
tor, so one’s vessel may be travelling at maximum speed while 
firing at the enemy. Gsually, enemy warships are protecting some- 
thing, so firing several missiles in a warship’s general direction 
may often sink a rearward transport. While one missile hit is often 
sufficient for a kill, a carrier (Kremlin class) may require as many 
as 4-5 missile hits. Also, be aware that both Harpoons and 
TonmJiawks may be destroyed by defensive missiles and gunfire 
systems. Gsually, a 75% hit rate will be achieved. This is some- 
what higher than that in Strike Fleet (Electronic Arts), but since 
actual combat experience is, thankfully, non-existent, it is hard to 
tell which is correct. Transports, supply ships and base ships are 


without offensive weaponry and are easy prey once the escorts 
have been dispatched. In fact, they are so easy to destroy that this 
reviewer recommends closing and finishing them with torpedoes. 

HELICOPTERS: A helicopter is the most deadly foe. Generally, 
one will not even realize that a helo is in the attack until it is too 
iate. However, if most of the escorts have been sunk, and missile 

torpedoes are still falling like an 
ungentle reiin, this probably 
means an enemy helicopter. To 
verify this, adjust depth to a maxi- 
mum of 55’ eind use radar. The 
best defense is not evasion. It is 
use of a Stinger missile. Al- 
though the documentation notes 
a maximum range of 6,000 
yards, kilis may actually be 
achieved at ranges up to 1 1 ,000 
yards. When exposing the sail 
(the conning tower), be prepared to 
evade numerous torpedoes while getting 
ready for the Stinger shot; the closer the 
helicopter is, the more the chance of suc- 
cess. 

ENEMY SUBMARINES: Enemy nuclear 
submarines pose no serious threat. Since 
they are louder than their Western 
counterparts, they eire easily located. 
Enemy diesel boats are virtually silent, 
however. When opposing submarines, be 
ready for the enemy to materialize quick- 
ly. In fact, to optimize one’s chance 
against a submarine force, when the tacti- 
cal screen appears, quickly zoom in. 

While surface forces are often detected at 
maximum ranges, enemy submarines are 
usually detected at a zoom factor of 4. 
Thus, zoom in, make contact, and be 
ready to loose a quick torpedo at the 
nearest enemy boat. Enemy boats lo- 
cated a distance away may be harassed 
by use of Sea Lance missiles. Their 
evasionary maneuvers may buy sufficient 
time to be able dispose of the near 
enemy and turn to those located further 
away at one’s convenience. 

COMBINED FORCES: These are tricky, but they can be 
defeated. With torpedoes roaming and missiles flying, one may 
not have time to sufficiently identify an enemy submarine as an es- 
cort. However, if Harpoons and Tomahawks keep overflying the 
target, it is most likely a submarine escort ar\d should be 
destroyed by torpedo. 

Tactical Guidelines for Defense 

It can be said that there are old submarine officers and bold sub- 
marine officers, but not old bold submarine officers. Defensive 
maneuvering is essential to survival. The Defense Display zooms 
to a 3 factor, so one can drop noisemakers, decoys and literally 
dance around the incoming torpedoes. However, this tcikes time 
and concentration which denies one the chance to take the battle 
to the enemy. While high speed evasive maneuvers may throw off 
the enemy torpedoes, they also easily sever the wires to one’s 
own torpedoes. Since wire guided torpedoes may be driven into 
enemy vessels by joystick (and must he carefully monitored to in- 
sure that enemy jamming does not deter them from striking the 
target), a maximum speed of circa 1 5 knots is necessary to as- 
sure control of the wire. 


Diving Into Red 
Storm Rising 

By M. Evan Brooks 
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Therefore, although it looks dangerous and feels even worse, 
maintain the tactical display and avoid enemy torpedoes by drop- 
ping noisemakers only when they have homed in. HopefuUy, they 
can be decoyed at a range between 1 ,000-2,000 yards, because 
they have an uncomfortable tendency to reacquire one's boat 
when they pass closer. If this occurs within 500 yards, it is usually 
fatal (withiin 300 yards, it is always deadly). 

Do not get too close to the enemy surface vessels. RBCl (enemy 
rocket attacks) are short-ranged, but deadly when repeated. 

Reflections Upon Doctrine 

The Meiritime Strategy envisions a forward defense as a keys- 
tone. In fighting a war, the Cl.S. Navy must "seize the initiative and 
carry the fight to the enemy." The objectives involved in succeed- 
ing at this goal include denying the ^viets their kind of war and 
the destruction of the Soviet Navy, as well as influencing the land 
battle (cf. Maritime Strategy, (IS Naval Institute, January 1986). 
The submarine is the vanguard of the offense. Its mission carries 
out these functions and it protects the SLOC (Sea Lanes of Com- 
munication) in order to allow GS Reserve Forces to make their 
presence felt in the land battle. 

The game’s 1996 scenario offers the Seawolf, the $1 -billion 
prototype whose keel is currently being laid. With an offensive 
weapons inventory virtually doubling current submarines, this is a 
vessel that will rarely have to return to port for armaments. 
However, some observers see the Seawolf as an interesting ves- 
sel, but the wrong boat for the times (see Newsweek, September 
12, 1988). The Walker Spy Family’s deleterious effect upon sub- 
marine security will probably never be fully told, but currently, only 
13% of Soviet subs run "quiet;" by the year 2000, it is estimated 


that 83% of Soviet submarines will be "quiet." Since the Soviet 
submarine fleet (3 times as large as the Americcin fleet) is the 
strategic offensive arm of the Soviet Navy, as well as the primary 
anti-submarine weapon (see Soviet Military Power: An Assess- 
ment of the Threat 1988), it is apparent why Navy planners are 
concerned. 

Assessment of Game Play and Historicity 

Certain aspects of Red Storm Rising have been adjusted for 
playability. There is nothing wrong with this, as long as the user 
understands what has been adjusted and realizes the impact upon 
the simulation. In the game, a total of four offensive weapons 
may be in play at any one time. This is independent of whether 
the weapons are torpedoes (and being wire-guided) or missiles 
(which are fire-and-forget). Larry Bond (former Naval officer, 
recent NATO war games referee, and current expert on Naval war- 
fare) asserts that, currently, a submarine can probably handle only 
two wire-guided torpedoes at any one time. However, the new 
weapxsns computer on the Seawolf could possibly alter the situa- 
tion. The problem is that this is intruding on sensitive ground, so 
there is no definitive answer. There is certainly no question that 
the submarine could expend all its missile load quickly. 

Microprose has responded that this limitation is due to design 
parameters on the C-64/1 28 (any more than 8 weapons on the 
display |4 incoming and 4 outgoing] tend to lose resolution). 

Also, contemporary Naval Doctrine (which holds that with the 
shortage of Tomahawks and Harpoons, definite target acquisition 
would be required before expenditure) would support the game 
design. This reviewer discussed the matter with a Navy captain, a 
former commander of the USS Los Angeles. His response to the 
official doctrine was, "Sure, — in a peacetime mode; in wartime, if I 


So you think you con 
handle one airplane? 
Well, how about 35... 

Yes, the President just fired 1500 
striking air traffic controllers and you 
get the call. Can you maneuver up to 
35 aircraft (single-engine props to 
jumbo jets) in and out of your airspace 
safely, while handling all sorts of ran- 
dom emergencies and inclement 
weather? 

Control Tower, the air traffic control simulation for the 
IBM PC (and compatibles) turns your monitor into a radar 
screen, and you into an air traffic controller. See what it’ s like 
at the other end of your airplane’s microphone. 



Control Tower requires 256K, 1 disk drive, and any 
monitor. $29.95 + $5 S/H. Visa & MasterCard accepted. 
Dealer inquiries welcome. 


BJ 


BJ Ibolkit 
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saw a CVBG [carrier battle group], I’d expend every bit of 
ordnance I could and then, get the hell out of the area!" 

In the World Weir 111 scenarios, an American submarine can take 
up to 3 torpedo hits, and even ^^^n the submarine is sunk, the 
player is generally rescued. TTiis was obviously done for playability. 
Navy personnel have stated that since most of the submeirines are 
not double-hulled, there is little chance of their surviving a single 
hit and 2 iny chance of rescue is miniscule at best. In fact, this was 
their most voc 2 il criticism — they are proud of their calling, and 
regard it £is much more dangerous in a wartime situation than the 
game depicts. Recognize this 2 ind empathize with them, but over- 
all, the effect on the simulation is negligible. 

Miscellaneous Notes 

There are anywhere from 8-16 endings. Last month, this 
reviewer noted that abject failure resulted in Gulag imprisonment. 
In addition, a limited defeat leaves one beached and forgotten like 
the "Vietnam vets;" a successful resolution may result in one’s 
eventual promotion to Navy Captain; and a reputation as the 
"Number 1 sub skipper" will ^eld a tickertape parade, promotion 
to Rear Admirzd, and the press offering "millions for your 
memoirs." While this laist ending may well be true, this reviewer 
thought it a shade cynical. If patriotism is the last refuge of a 
scoundrel (Seimuel Johnson, 1775), it can also stand for putting 
country ahead of self (Adlal Stevenson, 1952). 

Save and Replay (All’s Fair Dept.) 

Scenarios may be satved eind, in the World War III scenario, one 
may "cheat" appropriately. Save the game, do a scenario, and 
then decide whether or not to continue. Not like the result? Play 


the scenario again until a more successful kill ratio is achieved. 
Plus, the second time around, the player is cognizant of the total 
enemy force structure, can make quick identification and react ac- 
cordingly. A total of four scenarios may be saved per separate 
disk; this may be formatted without leaving the game, and when 
the disk is full, one can delete a prior s^lve (this feature is not ex- 
plicitly mentioned in the documentation). 

After a scenario is completed, a replay feature is offered. 

However, it will not replay the entire scenario - instead, just the 
last few minutes. Be aware of its limitations. 

Important Strategic Consideration 

In the strategic movement phase (World War III scenario), move- 
ment with the joystick button depressed is at 30 knots, with joys- 
tick alone, 1 5 knots and with joystick centered, a drift at 4 knots. 
While this is mentioned in the documentation, it took this 
reviewer several sceneirios plus an explicit explanation from Larry 
Bond to realize that when contact is made with the enemy, one’s 
speed will reflect that of the joystick. When one suddenly realizes 
that his speed is 30 knots at 200’ in shallow water and making 
severe noise, it is too late. Thus, insure that speed is a more 
reasonable 12-15 knots when contact is imminent. 

Conclusions 

As may be seen from the tenor of this article. Red Storm Rising 
is highly recommended. Truthfully, this reviewer did not expect a 
simulation as entertaining and appeirently accurate as this weis. 
Available from Microprose Software on the C-64/128 for 
$44.95, Red Storm Rising will be out on the IBM in January 1989. 


PAPER MAYHEM 

"The Informaave PBM Magazine" 

Having a hard time getting enough 
players together for your favorite role play- 
ing or boardgame? Eliminate this problem 
by joining the world of play-by-mail gaming. 

Subscribe to PAPER MAVHEM and 
discover the world of play-by-mail (PBM) 
gaming. Virtually every facet of PBM gam- 
ing is covered by PAPER MAYHEM; Fan- 
tasy, science fiction, historical, and sports. 
Each bimonthly issue brings you the latest 
on various PBM games in the forms of 
reviews and articles. 

Also in PAPER MAYHEM, you learn 
about what the PBM companies are doing 
by reading our Gamelipe section. Plus, in 
our PBM Activity Corner section, you can 
see what is happening in the current PBM 
games that are running. 

PAPER MAYHEM has been publishing 
news about the PBM games and com- 
panies since 1983. We have improved and 
expanded to keep up with this ever popular 
activity of PBM gaming. 

So why delay and miss out on all the fun? 
Read PAPER MAYHEM and take advan- 
tage of PBM gaming. 

SEND SUBSCRIPTIONS TO: PAPER MAYHEM (OepI CG) 

1518 Adams St., Ottaiva. IL 
61350^764 

SUBSCRIPTONS; 1 year $2025 
2y«ars$3&10 

Sample Copy $4.50 
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STATE OF WAD 

The year is2000 ! They said il would never happen again, 5UT IT IJASI!! 
CIVIL WAD IN THE U,<S,l!l 





After years of foreign wars and inept leadership, 
twenty states attempt SECESSION in this newest 
Play-8y^Mail game from the PBM leader, Came 
Systems Inc. As the GOVERNOR of the state of your 
choice, you must order the recruitment and 
placement of troops, allocate expenditures for 
training industrial expansion and scientific research, 
and still try to keep your populace happy! With 
CSI's NEW” Phase” system, players can give from 
so to 100 orders per turn and receive combat 
results on MULTIPLE BATTLES perturn! Add this to 
•ll^CSI's reputation for accurate results and prompt 
turnaround times and you have the BEST PBM 
GAME EVER!!! A $15.00 registration fee includes 
rules, 3-color map and 2 FREE turns. Thereafter, 
turns are $4.75 each. NO HIDDEN COSTS EVER! 


Came Systems Inc. P.O. Box 160129 Miami, FL 33116-01 
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the widest selection of computer 
game software . . . anywhere! 

SOUTH COAST PLAZA 
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Review 


History Lesson 

Midway, Coral Sea, 

Yorktown, Enterprise, 

Shokaku, Hiryu; names 
which get the wcirgamer's 
adreniline flowing. A very 
popular subject for war- 
game design, the Pacific 
theater has been modeled 
by well over 1 00 
boardgames and by more 
than a dozen computer 
games (including such 
popular titles as Carrier 
Force, Guadalcamd Cam- 
paign, Carriers at War, PT- 
] 09, Gato, Sub Battle 
Simulator, Warship, and 
Long Lance). 

I remember many cin eve- 
ning spent in rapturous 
play of the Battleline board 
games. Air Force and 
Dauntless. 1 lecirned impor- 
tant facets of WWII air com- 
bat such as: the necessity 
of conserving your altitude 
(difficult to regain under 
combat conditions); the 
reason Japanese ^tty 
bombers were Ccilled 
’Zippos’ (they tended to ex- 
plc^e in a fireball when hit 
with gunfire); and why Ger- 
man aces had so many 
more official victories than 
allied aces (the verification 
of kills was much more 
lenient for the Germans 
than the allies). 

My first experience with a 
computerized air combat 
game was SSI's 1 980 
release. Computer Air 
Combat (which was basical- 
ly a computerized version 
of Air Force and Daunt- 
less). CAC covered air com- 
bat in both the Pacific and European theaters 
via a third pierson bird’s eye perspective. 

Mow, some eight years later we have another 
serious study of WWII Pacific air combat {Hellcat 
Ace from Microprose and Wings of Fury from 
Broderbund were/are fun, but cannot be con- 
sidered serious simulations of WWII Pacific air 
combat). However, unlike CAC, this time we 
have a first person inside-the-cockpit view backed by eight yeairs 
of advances in the art of game design. The result is that Larry Hol- 
land and Noah Falstein have created both a realistic strategy 
game and an intense action game that will set new standards for 
combat simulators. 

Miss Me, Kate! 

Battlehawks 1942 is a WWII Pacific naval air combat simulator. 
The game allows you to train and fight in both American and 
Japanese planes for missions at the four pivotal naval air battles 


of 1942: Coral Sea, Mid- 
way, Eastern Solomons, 
and Santa Cruz Island. You 
can take on the role of 
either an American or 
Japanese pilot (Lucasfilm 
plans to market the game 
in Japan as well). As a 
fighter pilot you learn to fly 
and fight wi^ an American 
Wildcat or with a Japanese 
Zero. On dive bombing mis- 
sions, you fly a Dauntless 
(American) or Val 
(Japanese) and, on torpedo 
missions, you learn to suc- 
cessfully execute attacks 
with Avengers (American) 
or Kates (Japanese). 

The more than 30 mis- 
sions lead you through all 
phases of WWII naval air 
tactical engagements. 

Your heart will beat faster 
as enemy bullets rip 
through your Dauntless 
while you complete the 
final 1 000 feet of your dive 
before releasing a deadly 
payload at the Japanese 
Ccirrier directly below you. 
Dropping the bomb, you 
immediately climb and go 
into a tight turn, while 
trying to avoid the Zero on 
your tail. While this is going 
on deadly ack-ack shells 
burst all around you. 

Turning the tables 
around, you find yourself 
diving desperately into the 
midst of a flight of enemy 
Val torpedo bombers on 
their final attack run on the 
Yorktown. You feel respon- 
sible for the safety of your 
carrier. Zeros escorting the 
Vais tear into you from be- 
hind. Should you pull off the attack on the Vais 
to engage the Zeros and live to fight another 
day, or press on, bullets piercing your aircraft 
and try to survive long enough to stop the Vais. 
Your pilot is flying his 1 2th mission, with 
numerous decorations and victories to his credit. 
He stands high on the score list. Should you 
save his skin to fight another day? Will you stay 
on the Vais with no guarantee that he will stop 
them and, could conceivably die in the process? What do you do? 
Tough choice. 

On the other side you can play the role of the Japanese pilot as 
he seeks to give hirnself with honor to fight for the Emperor and 
the Imperial Japanese Navy. 

The outstanding hi-res graphics and cinimation give you a 
detailed 3-D view of realistically rendered aircraft and ship images 
(no polygon fills here). As with any good flighl/combat simulator it 
is difficult to describe in words or with still photos the realistic feel 
and excitement the game produces. It is outstanding. 


IBM is My Co-Pilot 

Lucsisfilm*s ''Battlehawks 1942" 

by Russell Sipe 



TITLE: 

Battlehawks 1 9-42 

SYSTEMS: 

IBM, Tandy 

CCA, EGA, VGA 

joystick or Mouse Recommended 
Solitaire 

# PLAYERS: 

PRICE: 

$49.95 

DESIGNERS: 

Larry Holland 

Noah Falstein 

PUBLISHER: 

Lucasfilm Games 

San Rafael, CA 
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closing in on a Japanese Zero. 




The camera-replay plane is used to A typical listing from the "Review 

view an attack on a Japanese carrier. Planes" menu. 


Not only is Battlehawks 1942 an outstanding flight simulator, it 
is an accurate portrayal of WWII air combat. It should be, Lucas- 
film retained the services of WWII pilots from both sides, includ- 
ing Dick Best (see our interview), to assist in making the game 
act and feel as real as possible. 

The documentation is nearly a reference work on WWII naval air 
combat. Over 1 00 pages long, it covers not only the rules of the 
game, but sections on the history of the four battles, flight fun- 
damentals, aerial tactics and tips; details on the aircraft and ships; 
and designer's notes. 


Pushing The Envelope 

As good as the animation is, as realistic as the game is, and as 
detailed as the documentation is; it all takes a secondary role to 
the incredible new element this game adds to the art of simula- 
tion design. They call it an "instant replay" feature. I call it a Mach- 
1 Camera Plane. 

Most of us have played around with the chase plane view in 
such games as Flight Simulator II, Microsoft Flight Simulator, 
Sublogic’s Jet, cind the like. Further, we have used the replay fea- 
ture to observe our maneuvers. Well, hold on to your seat. The 
boys and Lucasfilm have accelerated that idea into hyperspace! 
Now, when you begin an attack you can turn on the camera. It 
makes a recording of the world around you. All the planes, ships, 
bombs, bullets, etc. All of it is recorded. You can fly for what 
seems like several minutes before the "film" is used up. When you 
want to replay your film, hit the replay button and you receive a 
first person perspective from the camera plane. The camera 
plane, however, can fly anywhere in the world that has just been 
recorded (and at much higher speeds than the planes in the 
game). Turn on the camera at the beginning of that dive bomb 
run and you will be able to replay the tape after the run. Start the 
replay and fly your camera plane to a nice vantage point to watch 
your attack. Or, if you prefer, you (in your camera plane) can fol- 
low yourself (in your dive borriber) down as the attack takes place 
and see events, to borrow a phrase: "up close and personal". 

This feature comes close to simulating the making of a movie of 
your maneuvers (leave it to LucasHIml). Actually, it is even better 
than a movie, since you can rerun the tape again and fly to yet 
another vantage point. 

This camera plane feature is the biggest advance in flight simula- 
tions we have seen in a long time. Look for future products to in- 
clude similar features. [Ed. Note: Microprose’s F-19 has a couple 
of new features called TrakCam" and "TactiVue" which give out- 
side the cockpit views of you and your opponents. We did not 
have any hands on experience with F-1 9 before we went to press, 
but . . . stay tuned.] 


Debriefing 

The staff of CGW recently made a "fact finding tour" to the Bay 
Area. Of all the products they previewed (and they saw a lot of out- 
standing product) Battlehawks 1942 stood out as the most excit- 
ing. Battlehawks 1942 will almost certainly be a contender for 
next year’s CGW Action Game of the Year honors. 

This game is a must for both the serious simulation gamer and 
the action gamer as well. 


A WWII Pilot Talks About Midway 
and Battlehawks 1942 

Dick Best was the commanding officer of the Enterprise’s Bombing 
Squadron 6 during the battle of Midway. Lucasfilm is using his exper- 
tise and advice to help make Battlehawks 1942 a more realistic 
simulation. We interviewed Mr. Best and Lucasfilm's Noah Falstein 
while they were working on the game at Lucasfilm’s Skywalker Ranch. 

COW: Dick, are you assisting with game design for all three types of 
air combat (fighter, dive bomber, torpedo)? 

Best: I’m helping with all three. I was involved with dive bombers for 
the first six months of the war. Prior to the war 1 was a fighter pilot. 
From 1938-1940 1 was an instructor at Pensacola. As part of my job at 
Pensacola I learned and subsequently taught torpedo bombing. So, 
aside from being opinionated anyway, 1 have some ideas on all of them. 

CQW: We understand that you scored the first hit against a carrier at 
Midway. Could you tell us about that? 

Best: As the commanding officer I led my squadron of SBDs in an at- 
tack on the Japanese carrier Akagi. True, 1 did make the first hit. My 
getaway after my dive was at such an angle that 1 could look back and 
see the first three bombs hit My bomb struck just forward of the super- 
structure about amidships. My number two man’s bomb hit right in the 
middle of the fighters that were spotted on the fantail and were prepar- 
ing to take off. One of the fighters had run through my bomb sight as 
I turned it on. Number three hit among the planes. I saw those first 
three hit, put down my nose, and got out. 

CQW: The history books tell us that the first attack wave that morn- 
ing was by torpedo bombers. No hits were scored and most of the 
bombers were shot down. However when the dive bombers arrived for 
their high level attacks all the enemy fighters were still at low altitude 
because of the torpedo attacks. Thus the dive bombers had a easier 
go of it on their attack runs, is that accurate? 

Best That is entirely accurate. However it was a mistake. We were 
supposed to attack simultaneously. The torpedo bombers went in at 
about 4000 feet For some reason they seemed to have better informa- 
tion or navigation and consequently arrived maybe as much as 20 
minutes before the dive bombers. We were up at 20,000 feet We 
missed to the south. We cast about and finally picked up a destroyer 
wake and followed that for the course line and found the carriers. So 
we came in after the first two torpedo squadrons. 

Because of all the damage done at the Coral Sea engagement by tor- 
pedo planes, the Japanese were down on the deck waiting for the tor- 
pedo planes to come in. The combination of the torpedoes getting 

(Continued on page 47) 
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AMKRICAIV, .lAPAKESli: 


PANZER 


TYPHOON OF Steel™ is so detailed, you’ll feel like you’re caught in the middle of a hanzai charge hy the 
Japanese Army! This powerful construction set allows you to fight practically any World War II hatUes that 
involved American troops, — with the Allies in Asia and the Pacific against the Japanese, and in Europe against 
the Germans., TYPHOON OF Steel. It’s the best construction set of America at war! Apple, C-64/128. 


i9B8by STRATEGIC SIMULATWNS, INC 


TO ORDER: Visit your retailer or 
call 1-800-245-4525 to charge on 
VISA/MasterCard. To receive SSI’s 
complete product catalog, send 
$1.00 to: SSI, 1046 N. Rengstorff 
Avenue, Mountain View, CA 94043. 


FEEL THE FURY OF THE GERMAN BLITZKRIEG! 
For the perfect companion to Typhoon of Steel, play 
Panzer Strike!" This construction set lets you re-create 
German/Russian/British battles on the Elastern Front, 
the Western Front in 1940, and North Africa — all in 
exquisite detail. Apple, Commodore 64/128. 
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Game of the Year 
Awards 

(Continued from page 21) 


And the WINNER of the 1988 CQW 

Action Game of the Year is: 

Microprose for Pirates — Sid Meier and 
Arnold Hendricks (designers). [Ed: Billed 
as both action and adventure on the 
package, this game offers strong action 
sequences such as sux>rdfighting, sail- 
ing, and ship-to-ship corribat on the 
Spanish Main to add to the adventure 
aspect of the game.] 

Although the Special Award for Artis- 
tic Achievement in a Computer 
Game was not intended to be an an- 
nual award, the awards committee felt 
that the award was in order for the 
second year in a row. The winner of the 
special award was recognized for excep- 
tional graphics and sound. The WIN- 
NER of the Special Award for Artistic 
Achievement in a Computer Game is 
FTL for Dungeon Master — Doug Bell, 


Andy Jairos, Mike Newton, and Dennis 
Walker (designers), Wayne Holder 
(sound). 

Tine nominees for 

Strategy Game of the 

Year were: 

Omnitrend Software 
for Breach — ^Tom Car- 
bone and Bill Leslie 
(designers). 

Interstel for Empire: 

Wargame of the Cen- 
tury — Walter Bright 
cind Mark Baldwin 
(designers). 

Strategic Simulations, 

Inc. for Panzer Interstel's Mar 

Strike — Gary Grigsby accept overall 

(designer), Keith Brors 
(graphics), Gunter 
Meyer (scenario re- 
search and design), with Joel Billings 
and Dick Vohlers (producer/developers). 
Strategic StucUes Group for Russia: 
The Great War in the East 1941- 
1945 — Ian Trout and Roger Keating 
(designers). 

Electronic Arts for Strike Fleet — Noah 
Falstein and Lawrence Holland (desig- 
ners), Ken Macklin (graphics), Tom Jef- 
fries and Nic tenBroek (music and 



Interstel's Mark Baldwin and Erin Green 
accept overall Came of the Year honors 
for Empire. 


sound), Richard Hilleman and Randy 
Breen (producers for Electronic Arts), 
and Noah Falstein (producer for 
Luccisfilm). 


And the WINNER of 
the 1988 CGW 

Strategy Game of the 
Year is: 

Strategic Simulations, 
Inc. for Panzer Strike — 
[EcL Panzer Strike must 
be considered as a 
breeikthrough game be- 
cause of its complexity, 
constructability, com- 
mand control, and the 
advancement of its par- 
ticular style of war- 
game.J 


Finally, the 1988 Computer 
Gaming World Overall Game 
of the Year: Interstel for Empire: 
Wargame of the Century. 

[Ed: Originally written for the VAX en- 
vironment by Walter Bright, Meirk 
Baldwin added escorts, patrolling, 
cruiser and battleship bombardment, 
and a mouse interface. Empire has 
tremendous replayability.J 


HUNTING FOR HINTS? I GRAND ALLIANCE 



Quest for 


Clues offers 


maps & coded 


solutions to 50 


of the hardest 


adventures 


& fantasy role 


^ playing games 


from 1986-87! 


Plus a FREE 


three-issue 


subscription to 


QuestBusters.the 


Adventurers’ Journal! 


Send $23.95 (US Funds) & $3 shipping ($6 
Canada, APO; $12 Overseas) to QuestBusters, 
PO Box 32698, Tucson AZ 85751 


Circle Reader Service #75 

tiouember 1988 
« Circle Reader Service #77 


I 


"Grand Alliance" is a fully 
computer moderated play- 
by-mail game which 
involves the battle of survival 
between human and alien 
races. Players represent 
either a member of the 
human race or of the alien 
race with the universe as a 
setting. The game is played 
on a map of three parallel 
levels where each level is 
composed of 240 planetary 
systems. Each player must 
solve military and political 
problems within own camp 
before war can be waged 
effectively against the 
opposing race. Each side is 
faced with the same 
situations and problems to 
overcome. 


To order the rule book for your inspection 
please send $2.00 with your name and address to 

Simcoarum Systems 

P.O. Box 520861 • Salt Lake City, Utah 84152 

Turn fees are $3.00 
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Review 


Winter 

Thunderland 

Scorpia Looks At ” Demon’s Winter” 

T wo hundred years have passed since the Shard of 
Spring was recovered from the dragon sorceress 
Siriadne, two hundred years of peace and prosperity for 
the land of Ymros. Now, suddenly, as though from nowhere, 
hordes of monsters appear to ravage the land and slay the in- 
habitants. Once again, the 
call goes out for heroes, 
heroes to find the new 
source of evil, and put an 
end to it. 

As is pretty obvious, this 
game is the sequel to 
Shard of Spring. However, 
it is a greatly expanded ef- 
fort with a much larger 
world, a raft of new charac- 
ter classes, a plethora of 
new skills, and several new 
features, as well as many 
familiar old ones. 

Creating your party is 
similar to that of Shard, 
but you must start with 
new characters (no trans- 
fers from the earlier game). 
You first choose a race , 
then the program 
generates the stats and if 
you don’t like some of the numbers 
you can ask for up to two re-rolls 
on those you consider unaccep- 
table Then, you choose his/her 
profession from among ten pxjs- 
sibilities: Ranger, Paladin, Ber- 
serker, Monk, Cleric, Thief, Wizard, 
Sorcerer, Visionary, and Scholar. 
After this, pick the character’s two starting skills (more on 
that later), give hirrVher a name, and save the profile to disk. 

Your party is limited to a maximum of five (five is definitely 
recommended), and you can’t have extra characters on the 
disk. Thus, once your party is full, you must delete an old 
character to create a new one. 

The only problem with creating new characters is the fact 
that the program will automatically save it, whether you want 
it to or not. For instance, if the final re-roU produces 
miserable stats, you certainly wouldn’t want that character in 
the party. The only thing you can do is delete it from the disk 
and try again. This becomes annoying and time-consuming 
It would have been far better if the program asked you at the 
end whether or not you wanted the character written; this 
would save both time and wear on the disk drive. 

Before creating any characters, however, spend some time 
with the manual, reading up on the classes and skill system. 
Now, unlike Shard, any character can learn any skill. The 
trade-off is the cost in intellect points needed to learn the skill. 


For example, it is easier for a wizard to learn, say, "Fire 
Runes" (5 points) than it is for a Barbarian (10 points). In the 
same vein, a Barbarian only needs 1 point to learn the "Axe" 
skill, while it would cost the wizeird 9 points. 

The number of points you have to learn skills is equal to 
the character’s InteUect score. TTius, a character with Intellect 
12 at the start of the game has 12 points to put into skills. As 
characters advance in level and Intellect increases, they gain 
more points. 

However, just having the points doesn’t do much good. 

After learning the two skills you start with, you must find the 
places in which to train to learn new skills. These places are 
called "Colleges" and there is one for each skill in the game 
(some skills have more than one college). When you locate 
the college you want, you enter it, specify the character to 
train, pay the cost in both Intellect and gold (training here 
isn’t free), and the character has learned the skill. 

On the other hand, going up in level when you have the ex- 
perience points is free of charge. When characters gain a 
new level, they get an increase in hit points, spell points, and 
three attributes chosen randomly (each attribute goes up by 
one, to the limit set by race). There is no difference in ex- 
perience for different classes; all professions advance at the 
same rate. 

Choosing the right mix for the party is very important. Since 
there is a certain degree of overlapping in skills, some profes- 
sions seem superfluous. For example, a Cleric has no par- 
ticular advantage and must buy Priesthood skill just like any 
other character (the Paladin even gets this skill for less 
points!) and it works just as well for them. 

By going over the chart and cross-checking skills, you can 
work out a party with what is essentially multiple classes. For 
instance, you create a Paladin, and give him Priesthood 
along with Sword. Now you have a fighter who can also turn 
undead, eliminating the need for a Cleric and freeing up a 
party slot. 

The one skill for which I found no use at all was "Potion 
Lore." Gnless you have a lot of extra points to spare, 1 don’t 
recommend learning this skill. Food was also not too much 
of a problem, so the need for "Hunting" never arose. 

However, two skills you do want are "View Land" and 
"Weapon Lore." The latter identifies weapons found after a 
combat and tells if it’s magical, cursed, or not. "View Land" 
(usable once per day) lets you see much farther than your 
current location. It is extremely helpful. On land, it helps in 
locating interesting places and on the sea in finding land. 

Having two wizards in the party is a good idea, giving you 
some extra spiell-casting power. One wizard should have 
"Spirit Runes" (for healing), and one should have "Ice Runes," 
because the college that teaches Ice Runes will be hard to 
find and you may have to wait until well into the game to 
learn them otherwise. 

Once your party is created, you begin the game near some 
ruins. You have a small amount of cash, several days rations, 
and (of course) nothing in the way of weapons or armor. For- 
tunately, there are a couple of towns nearby, and you should 
be able to reach one of them without running into trouble. 

Each town has its own set of shops (i.e. not all towns have 
all shops). Write down which towns have what shops and the 
prices in each, as costs vary widely from one place to 
another. You may also want to make note of what magical 
items are for sale in each town, so you know where to go 
when you can finally afford one of them. I suggest you equip 
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your party by spending most of the money to buy weapons 
and armor for the front-line fighters. 

As mentioned earlier, the world is much larger than before. 
The island you start on is only a very small part of it; eventual- 
ly you will need to buy a ship to reach the rest of it, but that 
won’t happen for awMe yet. 

Take your time while moving around. Don’t go too far from 
the towns you know about until you’ve had a few encounters 
and made some money to buy additional food (and better 
weapons and armor). After that, you can really begin to 
roam, but remember to save the game often. Some parts of 
the island have nastier monsters, which beginning-level 
characters won’t be able to handle. 

Speaking of monsters, combat is very much the same as it 
was in the earlier game. When fighting begins, the program 
zooms in for a close-up of the area with your party and the 
monsters all displayed individually. Who goes first depends on 
speed; those with higher spieed be able to act sooner and 
perform more actions. 

Characters can do a variety of maneuvers on their turns. 
These include: moving, attacking, dodging, turning undead, 
casting a spell, using an item, etc. Some of these actions 
(such as attacking) can be repeated to the limit of your speed 
points, while others (such as spell casting) can only be done 
once per turn. 

One change from the previous game is that mass damage 
spells (those that affect a large area, rather than an individual 


monster, such as Fire Storm) can’t be ceist on the first round. 
This tends to reduce their usefulness, since monsters on 
their turns will begin spreading out, making it difficult in 
many cases to hit more than one or two with an area effect 
spell. 

Fighting continues until one side is victorious or the party 
flees (monsters never run). In retreating, all party members 
must exit from the same spot on the combat map. The exact 
exit must be used by everyone. 

If the party runs, they get no experience for the encounter, 
even though they may have killed some of the monsters 
before running. If the party wins the battle, all survivors 
receive an equal share of experience, and some money is 
added to the common piool. Once in awhile, an item of some 
kind may be found, usually weapons or armor. It helps to 
take these things at the start, because even if you have no 
use for them, they can be sold for cash. 

Aside from merchants in town, there are also wandering 
merchants who ramble around the countryside. Their stock is 
varied, and no two merchants offer the same items. It pays to 
be careful when buying from them since not all are honest 
(actually, the real problem is they will often have Neat Magical 
Things for sale which you can’t afford.. .very frustrating). 

Eventually, you will be making your way into the dungeons. 
A new feature here is manipulating objects to make things 
happen. For example, in one room you find a crowbar. In 
another room, you come across a sealed door. By using the 
crowbar on the door, you can get it open (this doesn’t actual- 
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ly happen in the game, but you get the idea). Objects found 
in dungeons (and only such objects), can be dropped 
anywhere, even outdoors, and you can come by later and 
pick them up again. 

Dungeons have traps in them, so it’s smart to search a cor- 
ridor several times before walking through it. The "Detect 
Traps" skill gives you a better chance to find them, and Dis- 
arm Traps will automatically make them harmless once 
found. You can also try to bypciss a trap if you don’t have the 
Disarm skill, although there is a chance it wdll be set off 
anyway (ouch). 

Ocean travel is simple; just turn your ship in the direction 
you want to go and start sailing. Don’t worry about wind 
direction, just watch out for pirate ships, ghost pirate ships, 
and sea monsters. 

Sea combat is slightly different from land battles. Your ves- 
sel has one speed, which never changes, and comes with 75 
hitpoints. If that is reduced to zero, the ship sinks and 
everyone drowns. Attacks are made only with the ship’s can- 
non. Spells cannot be cast. On the other hand, damage 
taken in sea fights is applied only to the ship, not the crew. 

Experience for sea battles tends to be higher than many 
land confrontations (at least for part of the game). This of- 
fsets the lack of treasure. However, ship repairs can become 
very expensive if you spend a lot of time fighting on the 
oceein. tinless you have a nice cash surplus, you may want 
to avoid too many combats of this nature. 

Once you’ve started travelling by ship and visiting other 
places, you’ll find that "where to go next" is not ein easy ques- 
tion to answer. Clues are scarce in this game and you pretty 


much have to fend for yourself. Generally, if you enter a dun- 
geon and find your party being creamed in encounters, 
you’re probably in the wrong place. Wait until you’ve gone 
up a few levels before trying again. 

Two items you absolutely must get are the Demon Crystal 
and the Orb of Evertime. Make absolutely certain that you 
get the crystal first. If you take the Orb first, you will be in big, 
big trouble. In fact, you will probably have to start over again 
with a new party. So, be very careful and make sure you get 
these objects in the right order. 

Overall, Demon’s Winter is an improvement over Sheird of 
Spring, but it does have its weak points. Combat tends to be 
uneven once one gets past the beginner stage. Opponents 
are either easy to defeat or extremely difficult to overcome. 

The tests for obtaining the Orb are wildly imbalanced. For ex- 
ample, my \raards only had to face a single rinky-dink imp, 
while my poor barbarian had to take on a dragon single-hand- 
edly. 

A coordinate system of some type would have been very 
helpful when travelling on the oceans. Mapping can be use- 
ful, but at best it’s only a rough guide to some of the places 
you must reach, and it’s easy to get lost when you’re sailing 
around. 

The addition of new classes was a good idea, but perhaps 
not as well thought out as it could have been. Ten is too 
many. Given the overlap of skills, some consolidation would 
have been better. 

Bottom line; An improvement over Shard; essentially a 
game for the mid-level adventurer. 

Copyright 1 988 by Scorpia, all rights reserved. 
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gaming newsletter dedicated exclusively to IBM 
PC and Compatible Users. 

COMPAT'S Entertainment 
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Game Programmers — Come Craft a Fantasy 

Sorcerer’s Apprentice is a small band of soft* 
ware artisans dedicated to turning the personal 
computer into a gateway to other worlds. We 
r M looking for a few good programmers Tersed 

\ in the arcane lore of graphics, and assem- 

bly languages. If you are interested in joining 
“•> dispatch a note to: 

Jeff Johannigman - Director 
Sorcerer’s Apprentice Software 

P.O. Box 50282 

Palo Alto, CA 8480S 
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KOIMAMI HITS ARE HEADING HOME 



With our new software, your favorite arcade games co me a live 

on your home computer, i . 

If you own an IBM, Amiga or Commodore ^ 

computer— Watch out! Because 4 of Konami's ^ - 

most awesome adventures are about to invade. | ^ 

You'll confront the missions you've dreamed HIP 1 V ^ 

of in Rush 'N Attack, Contra, Jackal and Boot C© —"f ^ r ' 

against unequaled challenges, with incredible 
graphics, awesome music, and sound effects 

So check out Konami's newest action 
wherever great software is sold. And be 
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YOU'LL FIND 
KONAMI GAMES IN 
THESE STRATEGIC 
LOCATIONS. 


BABBAGES 

CHILD WORLD AND 
CHILDREN'S PALACE 

ELECTRONICS BOUTIQUE 

FEDCO STORES 

LIONEL KIDDIE CITY, 
LIONEL PLAYWORLD AND 
LIONEL TOY MMREHOUSE 


TOYS "R" US 


WAREHOUSE 

ENTERTAINMENT 

ZAYRE 

(Boston and Washington D.C. Area Stores Only) 


Attention Dealers: 

For further information on Konami's line 
of computer games, call customer service 
at (312) 595-1443. 



KONAMI 

Only Rush 'N Attack and Contra will be available 
for Amiga In 1 988. © 1 988, Konami Inc. 


ARIZONA 

MESA 

Compute or Play 
1000 Fiesta Mall 
CALIFORNIA 
BAKERSFIELD 
Software Etc. 

2701 MingAve. 

V Plaza 
CHULA VISTA 
R & R Software 
1048 3rcIAve. 
(619)426-701) 

CITY OF INDUSTRY 
Software Etc. 

Pomona Hwy. at Azusa 
FOSTER CITY 
Home Computing 
Center 

II25E. Hillsdale Blvd., 
#103 

SAN DIEGO 
Computer Outlet 
7940 Silverton Ave. 
(619) 740-0113 
SANTE FE SPRINGS 
F^co 

9300 Sante Fe 
Springs Rd. 
(213)946-2511 
SUNNYVALE 
HT Electronics 
346 W Maude 
(408) 737-0900 
TORRANCE 
The Warehouse 
I970I Hamilton Ave. 
(213)538-2314 
CONNECTICUT 
DARIEN 

Walden Software 
800 Post Road 
NEW BRITAIN 
Romek Home Computer 
432 W Main St. 
FLORIDA 
GAINESVILLE 
Florida Bookstore 
1614 W University 
(904) 376-5606 
LAUDERDALE LAKES 
Software City 
3700 W Oakland Park 
Blvd. 

(305) 735-6700 
PANAA/1A CITY 
Gulf Coast 
Computers 
674 W 23rd St. 
PLANTATION 
Software Software 
612 Broward Mall 
(305)476-0595 
WEST PALM BEACH 
Computers 4 Rent 
2695 N. Military Trail 
(407)471-1976 
ILLINOIS 
AURORA 

Micro-Tech Solutions 
99IA Aurora Ave. 

(312) 892-3551 
CANTON 
Blessman's Inc. 

175 S. Main 
CHICAGO 
Software Plus 
6212 N. Western Ave. 
(312)338-6100 
DANViaE 
Data Center 
108 N. Vfermilion 
HANOVER PARK 
Software Plus West 
2001 Irving F^rk 
(312)837-6900 
LOVES PARK 
Union Hall Inc. 

6321 N. 2nd St. 
SPRINGFIELD 
mini Software Center 
2036 S. McArthur 
WHEELING 
Software Plus 
731 W Dundee Rd. 
(312) 520-1717 
INDIANA 
PLAINFIELD 
Simply Software 
3 1 1 Gordon Dr. 
KENTUCKY 
LEXINGTON 
Computer Dimensions 
171 W Lowry Ln. 
LOUISIANA 
SHREVEPORT 
Discount Computer 
Software 
544 E. King's Hwy 


MAINE 

BELFAST 

Skylight Software 

22 Miller St. 
(207)338-1410 

CARABOO 
Mementos 
86 Sweden St. 
(207)498-3711 

WESTBROOK 
Hands On Computers 
861 Main St. 
(207)854-1155 
MASSACHUSETTS 
PITTSFIELD 
Nichols Electronics 
274 Wahconah St. 
(413)443-2568 

WELLESLY 
Memory Location 
396 Washington St. 
(617)237-6846 

WORCESTER 
The Software Shop 
84 Pleasant St. 

(617) 791-5905 

MICHIGAN 

CLAWSON 
Software Trends 
230 S. Main St. 

CLIO 

The Edge Connector 
124 North Mill 

(313) 686-1070 

FLINT 

I/O Software 
G-3304A Corunna Rd. 

GARDEN CITY 
Soft-House Computer 
Center 

32647 Ford Rd. 

(313) 522-3015 

TRAVERSE CITY 
The Software Shop 
710 Centre St. 

MISSOURI 

CAPE GIRARDEAU 
Midwest Computers 
203 West Park Mall 

(314) 339-0022 

NEW JERSEY 

BRIDGEWATER 
Software Etc. 

400 Commons Way 

WAYNE 
Software Etc. 
Willowbrook Mall 

NEW MEXICO 

ALBUQUERQUE 
Page One 
1 1200 Montgomery 
N.E. 

(505) 294-2026 

NEW YORK 
ALBANY 
Computer Cellar 
911 Central Ave. 

(518) 482-1462 

BAY SHORE 
Software Etc. 

1701 Sunrise Hwy 

CHEEKTOWAGA 
F^pa's Computerware 
2789 Union St. 

(716) 684-7272 

FLUSHING 
Software Etc. 

39-01 Main St. 

HIGHLAND FALLS 
Software Affair 
188 Main St. 
(914)446^121 

HOLBROOK 
Great Escapes 
5801 Sunrise Hwy. 

KENMORE 
Software Supermarket 
3670 Delaware Ave. 
(716)873-5321 

LATHAM 
Contemporary 
Computers 
893 Loudan Rd. 

(518) 783-1088 

NEW YORK CITY 
J&R Music World 

23 Park Row 
(212) 732-8600 

Leigh's Computer 
1475 Third Ave. 
(212)879-6257 

RIDGEWOOD 
Quo Vadis 
70-20 Fresh F’ond Rd. 


ROCHESTER 
Leon's Computer Mart 
103 Clinton Ave. 
(716)325-2787 

SCOTIA 
Seiea Software 
108 Mohav\4<Ave. 
(518)382-7886 

OHIO 

DAYTON 
Microtyne 
4049 Marshall Rd. 

FAIRFIELD 
Microware Magic 
6625 Dixie Hwy. 
(513)874-6560 

MEDINA 

Ram-Run Computer 
Products 
891 N. Court 
(216) 263-4428 

PENNSYLVANIA 

WEST REDDING 
English's Computers 
608 Ftnn A\«. 

RHODE ISLAND 

WARWICK 
Software Connection 
101 W Natick Rd. 

WOONSOCKET 
Galajy Computers 
332 River St. 

TEXAS 

BEAUMONT 
Software Rental 
2855 Eastex 
Freeway #D 

FORT WORTH 
Wedgewood Software 
53 1 2 Woodway 
(817) 292-7353 

HOUSTON 
Floppy Wizard 
271 MerrxDrial 
(713)461-8660 

SAN ANTONIO 
Computer Experience 
5525 Blanco 
(512) 340-2901 

LJTAH 

SALT LAKE CITY 
Armadillo Brothers 
3330 S. State 
(801)484-2791 

VIRGINIA 

MARTINSBURG 
My Software Heaven 
Meadowlane Plaza 
Box 2 

(304)263-1228 

WOODBRIDGE 
Virginia Micro 
Systems 

13646 Jefferson 
Davis Hwy. 
(703)491-6502 

WASHINGTON 

LONGVIEW 
Software Depot 
13I0Oceant)each 
Hwy. 

LYNWOOD 
Family Computers 
3333 184th St. S.W 
(206) 775-3530 

FACOMA 
Nibbles & Bytes 
4020 S. Steele St. #105 

SEATTLE 

Omni International 
Trading Post 
3826 Woodland Park 
Ave. N. 

(206)547-6664 

VANCOUVER 
Software Support Int. 
2700 N. E. Andreison 
D13 

WISCONSIN 

JANESViaE 
Romeyn Software 
2100 E. Milwaukee 

MILWAUKEE 
Computer Software 
Center 

10710 W Oklahoma 
Ave. 

RACINE 

Computer Paradise 
4901 Washington 
Ave. 
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Field Trip 


Fantastic Voyages II 

The Whirlwind Tour Inside the 
Entertainment Industry Continues 


Ken Balthaser 
caught breaking 
into a Pentagon 
computer using 
Activision's 
Hacker on a 
Commodore 64. 



IVe did a double 
take when we 
walked by this 
work station at 
Mediagenic. 


Mediagenic's Bob 
Schonfisch explains 
to CCW why his 
picture should 
not appear in 
this article. 



Last issue, the editorial staff of 
CGW began a tour of many of the 
software companies. The purpose 
of these visits and reports is to 
share the human story of the work 
environment and people behind the 
scenes that product the games and 
creativity tools we all eiyoy. This 
issue, the story continues . . . 


The Halls of Mediagenic 

The exterior looks like any other ex- 
terior in the Menlo Park industrial park. 

A rainbow-hued logo adorns the cor- 
porate sign; visitors walk into a central 
reception area to be greeted (and 
granted access); and the office space is 
divided into cubicle after cubicle. Of 
course, visitors might notice a feu) 
strange sights: the cubicle decorated in 
early National Enquirer headlines, the 
artist’s nook with a skeleton at the con- 
sole, conference rooms named after 
properties in a Monopoly game, a 
workout room for employees, and 
software packaging dfeplayed as art. This 
is the headquarters of Mediagenic, cor- 
porate patriarch of three company- 
owned publishers (Activision, Games- 
tar, and Infocom), a direct mail sub- 
sidiary (Triton), and several "Affiliated 
Publishers" (Absolute, Acclaim, Inter- 
play, LucasRIm, microillusions. Mew 
World Computing, and Rainbird to 
name a few). 

Each company-owned publisher at 
Mediagenic fills a particular product 
niche. The Activision label is as 
focused on action/arcade games as it 
has always been, but the company is 
branching out into simulations during 
1 989. In addition the Qamestar division 
aims at sports-oriented entertainment 
and the Infocom division directs its ener- 
gy toward interactive stories (whether the 
text adventures of its early history or the 
graphics adventures due to be released 
shortly). The Activision and Gamestar 
divisions share the Menlo Park head- 
quarters, while Infocom still resides in 
its Cambridge, Massachussetts head- 
quarters. 

Sherry Whitely is the general manager 
of Activision Entertainment. Her co- 
workers jokingly suggest that she was 
brought to that position because, "She 
knows what young boys like." Her 
division has historically provided what 
young boys like, since young boys seem 
to like actiotVarcade games with lots of 
intensity which require plenty of hand- 
eye coordination and, being the first 
third-party company to provide software 
for video game systems, Activision has 
always been a leader in this market. 
Nevertheless, Sherry insists that Ac- 
tivision has broadened its perspectives 
to include mature men who like serious 
simulations (F-14 Tomcat) and children 
who want to explore a fascinating en- 
vironment via the company’s first CD- 
ROM game (Meinhole). 

In reality. Sherry knows what her cus- 
tomers like, because she originally 
worked in the graphics and testing 
departments at Activision. Testing is 
where the companies try to squash the 
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bugs and decontaminate the code 
before any bad product gets to the 
public. Testing is the immunological sys- 
tem of any software company. Kelly 
Zmak is currently the company’s 
product testing supervisor. He knows 
that customers want "bug free" software 
and they want it fcLst. He also knows, as 
he likes to quote Mediagenic Vice-Presi- 
dent Dick Lehrberg, that: "Software 
moves at the speed of software." It 
depends on the product how difficult it 
is to test and finalize. 

The testing department is usually jug- 
gling around seven products at a time. 

At Mediagenic, this requires the ser- 
vices of eight full-time testers outside 
the compciny and four full-time testers in- 
side the company. Kelly says the testers 
become so proficient that, for excimple, 
they can run all the way through a new 
SKCl of The Last Ninja in 45 minutes. 

For those who are interested, products 
are usually developed in portions of a 
program called "cells" and each tester is 
usually responsible for about 1 5 cells at 
a time. 

Sometimes, however, even when a 
product goes out the door without a 
problem, people have problems. That’s 
where the Customer Support Depart- 
ment comes in. We asked customer ser- 
vice employees, Ken Balthaser and Tony 
Van, to share with us some of the 
humorous conversations with customers 
they could remember. 

Ken thought one of the best was 
probably when Hacker v/as first released. 
One customer called up and com- 
plained that he couldn’t break into any 
computer systems with the program. He 
actually thought the program assisted 
people in breaking into computer sys- 
tems. Another time, he couldn’t believe 
the nerve of the fellow who called up, 
said he was building a pirate BBS to 
download illegal software, and offered to 
give Ken the number. 

One customer service story with a long 
history dates back to the Activision 
cartridge days when the Atari 2600 was 
king. It seems that one little old lady is 
reported to have called the company be- 
cause the cartridge didn’t fit into her 
machine correctly. The customer service 
representative calmly asked her if she 
was sure it was a VCS. "No," the little old 
lady replied, "it’s an RG\." 

The other company-owned publisher 
at Mediagenic’s Menlo Park plant is the 
Gamestar division. After a recent shake- 
up, Lou Viveros is directing the division. 
Lou is new to the entertainment 
software industry. Before joining the 
company, he worked with Ogilvie and 
Mather, a high profile public relations 
agency which handled accounts for 


General Foods and Ringling Brothers 

(among others). His marketing back- 
ground emphasizes a foundational 
philosophy in game design: Is the 
gameplay engaging enough to keep the 
gamer involved and does the simulate 
accurately reflect the strengths and weak- 
nesses of the players in the sport being 
simulated? 

At the time CGW was visiting 
Mediagenic, Lou was extremely excited 


Which one of these 
ladies: Mitzi Mc- 
Celvray, Patricia 
Stoesser, or Brandy 
Wilson claims to 
be the blonde 
babe on the 
California Carnes 
box? 


Kevin Furry 
ponders bis fate 
in his LEGOLAND 
sanctuary 


The testing 
department at 
Epyx. 'They can't 
ship a disk 
without us!' 


about the upcoming relecise of Pete 
Rose Permant Feuer. He also tipped us, 
however, about the future plans to 
release a football game with celebrity 
background and endorsement from a 
former Sujjer Bowl queirterback and bas- 
ketball game designed with a prominent 
scorer in the NBA. 

In short, the people at Mediagenic are 
people persons. They genuinely love 
what they do and, as symbolized in the 
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rainbow hue of their logo, want cus- 
tomers to expect a promise of sunshine 
in every product. 

Of Epyx Proportions 

The well-landscaped exterior and busi- 
ness-like reception area belies the fun- 
loving attitude of the people behind the 
products from Epyx. There is a quiet 
dignity to the workplace, even in those 
cubicles, affectionately known as the 
"rabbit warren," where the programmers 
work. Nevertheless, there is cin en- 
thusiasm, humor, and genuine caring 
within their company. 

For example, Cheryl Knowles is the ar- 
tistic director at Epyx. When Cheryl's 
daughter. Shannon, was bom, the com- 
pany allowed her to come to work with 
her mother. Now, when you walk into 
Cheryl’s office, two things stand out: a 
computer and a baby crib. The younger 
Knowles became affectionately known 
as, "The Company Baby." 

On the other side of the rabbit warren, 
Kevin Furry (Project Manager and 
Programmer) placed an empty, six foot 
tall, plastic tute beside his office door. 


He allegedly promised to quit when the 
tube was full of pennies. With irreverent 
glee, the "lower echelon" programmers 
began to cram the tube with spare cop- 
per coins. When CGW visited fte com- 
pany, Kevin had just moved into his new 
office {Legoland), but he was only five in- 
ches short of having to fulfill his hasty 
promise. 

On executive row, Carl Hess serves as 
the controller for the company. One 
doesn’t usually think of those who serve 
as financial "bean counters" as having a 
sense of humor. On Carl’s birthday, 
however, his office was awash with 
paper mache and balloon fish, even 
dead fish nailed to a board. R J. Michal 
(one of the fathers of the Amiga) 
dressed up ets a mermaid and Dave 
Niedl, one of the progrcimmers, as- 
sumed the role of King Neptune. RJ., 
who is working on a secret project 
rumored to be more mind-boggling 
than a nuclear-powered toaster, and 
Dave opened the birthday celebration by 
proclaiming that Carl was being "tried 
for crimes against nature." As judge and 
jury, the mermaid and god smashed a 
pie into the executive’s face. 


As our tour continued, CGW dis- 
covered that even the Customer Sup- 
port Department has a sense of humor. 
When the ladies became tired of being 
asked, "Who’s the blonde babe on the 
Ccdifomia Games package?", Mitzi Mc- 
Qelvray wickedly responded that she 
was. Of course, the women have their 
own version of the California Games 
poster, complete with a very masculine 
blonde hunk where the "blonde babe" is 
normally portrayed. Brandy Wilson still 
chuckles about the dealer who was 
prompted by a program to "Hit Any Key" 
and called her to ask, "Where’s my ‘Any’ 
key?" Patricia Stoesser remembers the 
fellow who mailed in a Sub Battle 
Simulator disk in the 3.5" format, it 
seems the fellow’s wife had run over the 
disk three different times because he 
was playing it too much. The letter 
promis^ that if the company would 
replace the disk, he would never, ever, 
ever play the game unless his wife gave 
him permission. 

Epyx continues to have its reputation 
as a leading publisher of action games, 
but to CGW, it has a reputation for inter- 
esting personalities, as well. 


suci^inra 



Rnd a fantastic new world of fun and challenge: Play-By-Mail Gaming, with FLAGSHIP, the 
longest-established postal gaming magazine. Each quarterly issue comes packed with reviews, 
strategy & tactics articles, hobby news, contests, special features, and editorials that enable you to get 
the rrx>sf entertainment value out of your gaming dollar. FLAGSHIP covers every facet of the exciting 
Play-By-Mail hobby: science fiction, sports, fantasy, crime, military, tribal, cpmputer-moderated and 
human-moderated, victory-potential and open-ended. If you don't know what PBM is, you owe it to 
yourself to check out a copy of FLAGSHIP and find out what you're missing! If you already play postal 
games, you need FLAGSHIP to keep up-to-date with the latest in this fast-moving and rapidly growing 
hobby. 

Can you really afford to be without FLAGSHIP? Your gaming rivals would like you to think 
so! Get smart! Subscribe now to FLAGSHIP, the international journal of postal gaming. Four quarterly 
issues are only $20, or eight issues for the special low price of $38. Or, a sample back issue can be 
had for your evaluation for only $2.50. Send your payment (check or money order please), to Tim 
Sullivan, US editor, FLAGSHIP, 5453 Forest Path Court, Stone Mountain, GA 30088. 
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ENCOUNTER HIGH 
SPEED ACTION IN 
AN INTELLIGENT 
GAME OF TACTICAL 
WARFARE. 

THE TIME: The 22nd Century. 
THE PLACE: 64 islands in the 
Southern Ocean. 

THE PROBLEM: A worldwide en- 
ergy crisis. 

THE MISSION: Gain control of 
the islands, set up centers to mine, 
recycle and produce materials to 
form a large network of power 
plants. 

JUST ONE MORE PROBLEM: 

Enemy terrorists are destroying 
the islands . . . one by one. 


FAST-PACEO ARCAOE AC- 
TION: You are in control of up to 
4 aircraft and 4 amphibious vehi- 
cles simultaneously. Capture 
enemy islands and destroy its 
forces. 

STRATEGIC TACTICAL WAR- 
FARE: Conduct war maneuvers in 
a huge territory that includes over 
60 islands. Protect your ship with 
defense drones and 360-degree 
turret mounted laser cannon with 
telephoto tracking. 
SENSATIONAL GRAPHICS: 
Three-dimensional solid filled 
graphics, smooth scrolling, fabu- 
lous sound and special effects. 
AOOICTIVE, HOURS OF PLAY: 
Your choice of action game or 
strategy game, plus save-game op- 
tion provides hours and hours of ex- 
traordinary adventure! 




R A I N B I R D 

RO. Box 2227, 

Menlo Park, CA 94026, 
415/322-0900 


HOW TO ORDER; Visit your software dealer today, or call [0001 227-6900 from U.S. or Canada for Visa, MasterCard, 
Amex or C.O.D. To order by nrwil, send check/mon^ order: Raihbird. P.O. Box 8123, &n Francisco, CA 94128. CA add 
6% sales tax and TX add 7H%. Shipping/handling is $4.50. 2-3 weeks for delivery. 


AVAILABLE: IBM CGA/EGAA/GA $39.95. Amiga and Atari 512K $44.95, Macintosh 512K $49.95. Commodore 
64/128 coming soon. 

Rainbird and Rainbird logo are trademarks of British Telecommunications pic. Macintosh is a trademark licensed to Apple 
Computer, Inc. IBM, Commodore and Atari are registered trademarks of International Business Machines Corp., Commo- 
dore Electronics Ltd., and Atari Corp., respectively. 




KOEI, WE SUPPLY THE PAC . 
YOU MAKE THE HIS 'OR'r 



Make history in a real past with these 
incredible simulations — 

Struggle against Sixteenth Century 
Japan’s feudal lords to become Shogun 
in Nobunaga’s Ambition. A military, 
economic and social simulation stressing 
strategy and tactics. Use your army, 
negotiate with other lords or perhaps you 
would rather just send Ninja. 

Fight warlords for control of Second 
Century China in Romance of The Three 
Kingdoms. Recruit good subordinates 
and win their loyalty. Administer your own 
states to increase their wealth, and seize 
those of others. 

As Genghis Khan experience love 
and war as you carve a path of conquest 
through Asia and Europe. 

Please contact your local software retailer. 
If unavailable or for more information contact 
Koei Corporation, 20000 Mariner Ave., 
Suite too, Torrance, CA 90503. 

Phone 213-542-6444. Visa / MC 



Titles available on IBM 31/2" and SVa" formats. Other popular formats coming soon. 


IBM is a registered trademark of 
bternational Business Machines Corporation. 










IBM is My Co-Pilot 
(Interview Continued) 

(from page 33) 


there first and the fact that the Japanese were waiting for the torpedo at- 
tacks means that everything worked against the torpedo squadrons. 
However, the dive bombers came in compietely undetected and unop- 
posed. I was over the Kaga first and vdien McCluslty came in on top of me 
I puiied off to go to the Akagi. When I got to the Aiugi I made my dive 
from 15,000 feet and there wasn't a singie gun turned on during my entire 
run. 

CGW: ReaiiyI? 

Best Yes, reaiiytl In fact Mitsuo Fuchida in writing his book "Midway; The 
Battle That Doomed Japan" said that they were steaming along, launching 
fighters. He happened to look up just as the first bomb was released from 
a diving airplane above him. Hobody had seen or heard anything. 

CQW: You mention Fuchida's book on Midway. What books would your 
recommend as background information for the period covered by Bat- 
tlehawks? 

Best The best overall book is Walter Lord’s Incredible Victory [Harper & 
Row, 1967), it gives you a feeling of personal involvement The Battlehawks 
bibliography includes a very complete list of books on the subject 

CGW: Turning to the game itself, what do you think of Battlehawks 1942 
now that you have seen it? 

Best When Lucasfilm first talked to me and told me that the game would 
have movie quality I had reservations and was skeptical. However, I am 
tremendously impressed with the look and feel of the game. Tremendously! 

CGW: The dive bombing sequence in Battlehawks 1942 is really exciting. 
In reality, when you go "over the hump" and point your aircraft down in that 
70% dive, what do you see? What do you think? What do you feel? 


Best As you approach the target you see it below you off to one side. 
The target disappears under your wing before you begin the dive. You 
push the stick straight forward, going over the hump, and all of a sudden 
you are vertical, it feels like the first big drop on a rollercoaster. Your 
stomach starts to float up into your nostrils. 

As to what you think during the attack. You don’t You are doing some- 
thing you have practiced a hundred times. It’s like shooting baskets in bas- 
ketball, you don’t really have any particular thoughts just before you do it 
You are doing unconscious coordination. 

When you go into a vertical dive from 20,000 feet you have all kinds of 
time to study the ship below you; to check the wind indications; to check 
your angle of attack; to check the aircraft around you. In my case there 
were fighters being launched as i came down and that was a matter of 
some concern to me in getting ouL 

But there really isn’t any excitement There isn’t any courage or fear. 
While you are in the dive it’s just a problem to be solved. 

CGW: Wow! . . . OK. Now tell us about torpedo bombing in Bat- 
tlehawks. In what ways does the game give us an accurate feel for torpedo 
bombing? 

Best The visualization of the torpedo attack is very good, but the stall 
speeds are a bit off. 

Falstein: We are reworking that sequence. The stall rate and angle are 
being adjusted based on what Dick has told us. 

CGW: In what sp>ecific ways is Dick adding to the realism of the game? 

Falstein: He has helped us fine tune the responsiveness of the controls. 
He is helping us a lot with the documentation, and is giving us the feeling 
that we are on the right track. 

CGW: In closing, do you have any final comments about Battlehawks 
1942? 

Best I am exceedingly impressed by the game to the point that 1 am 
thinking about buying an IBM just so that I can play the game at home. 



THE NEXT EMPIRE 

...the only game that sends you 
fabulously detailed maps like 
this one, showing your fleet's 
sensor views every turn ...along 
with clear, complete stats on 
each starship you design, build, 
and maneuver Individually using 
up to 21 different onboard 
systems ...plus status 
reports on Star- 
bases, probes and 
asteroids you 
control I 

The Next Empire 
Is a completely 
computer-moderated 
game, over 6 years 
In the making. 

Each universe is 
a unique, complex 
gaming environ- 
ment populated with 21 alien 
players Itching to blow the hulls 
off anyone who gets in their way I 

• $20.00 for set-up, manual, universe 
map and first three turns 

• $6.00 per turn; no hidden fees or double turns 

• $5.00 for manual only (credited against set-up 
fee if you play) 

• fast game (two weeks per turn) or s/ow game 
(three weeks per turn) 

• clear, concise rules; our complexity comes 
from your gaming freedom 

• MasterCard or VISA also accepted 
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TEVEX COMPUTER SOFTWARE 




APPLE I APPLE I APPLE 


Echelon $31 

Triple Pack $15 
WC Leader Board $28 
Course Disks $15 


Aliens $24 

Chmp. Basketball $24 
Champ. Football $28 
Hacker II $12 

Maniac Mansion $24 
Rampage $24 
Shanghai $24 

! AVAUONHIU 


Dark Horn $24 
Dreadnoughts $21 
Guderian $21 

Gulf Strike $21 
NBA $28 

Super Sunday $24 
GM Disk $21 

Team Disk $15 
Under Fire $41 
Extended Disk $18 
Campaign Disk $18 

! BR0DERBUM 

Airheart $24 

Carmen Europe $31 
Carmen USA $31 
Carmen World $28 
Choplifter $12 

Print Shop $34 
PS Companion $28 
PS Holiday Disk $18 
PS Lib 1-3 (each) $18 
Toy Shop $34 

Wings of Fury $24 

wmmspFT ~ 

AR-City $21 

AR - Dungeon $28 
221-B Baker Str $21 
Case Lib #2 $12 


Beyond Zork $34 
Gamma Force $10 
LaneMastadon $10 

Zork Quest $10 

LANCBHAFFNER 

GAMES 

Courtside Bkball $30 
Full Count B.ball $30 
Pro Basketball $30 
3 in 1 Football $30 
MtCROLEAGUE 

, SPORTS 

ML Baseball $28 
MLB 87 Teams $15 
MLB GM Disk $21 


F-15 
Pirates 
Silent Service 


Adv Construction $12 
ArchonI $12 

Arcticfox $12 

Bard's Tale $31 

Hint Book $10 

Bard's Tale 2 $34 

Hint Book $10 

Bard's Tale 3 $34 

Hint Book $10 

Chess 2000 $28 

Chuck Yeager $28 
Deathlord $28 

Earth Orbit $12 
Legacy Ancients $28 
Lord's Conquest $12 
Marble Madness $12 
Pegasus $24 

7 Cities of Gold $12 
Skyfox $12 

Starfleet I $34 

Strikefleet $24 
Wasteland $34 
Hint Book $10 


Calif. Games $28 
Champ Wrestling $15 
Destroyer $28 


L A. Crackdown 
Movie Monster 
Print Magic 
Spiderbot 
Spy vs Spy 3 
Street Baseball 
S. Basketball 
Sub Battle 
Temple Trilogy 
Winter Games 
World Games 


Deep Space 
Wizardry I 
Wizardry II 
Wizardry III 
Wizardry IV 


Battlefront $28 
Carriers War $34 
Civil War I $28 
Civil War II $28 
Europe Ablaze $34 
Montezuma $28 
Normandy $28 
Reach Stars 3 $28 

Rommel $28 

Russia $28 

Run 5 issue #10 $4 
Run 5 #1-9 each $5 


Antietam 

B-24 

Battlegroup 


Eternal bagger 
Gettysburg 
Kampfgmppe 
Scenario Disk 


Mechbrigade $41 

Panzer Strike $34 

Phantasie 2-3 ea $28 

Pres. Elect 88 $12 

Questron II $31 

Rebel Charge $34 

Roadwar 2000 $28 

Roadwar Europa $28 

Shiloh $28 

Sons Liberty $28 


War S. Pacific 
Warship 
Wizard s Crown 


Alf's First Adv 
Blue Powder 
Elite 

Family Fued 
Hardball 


Balance Power $34 

Gauntlet $28 

Paperboy $28 

r ORIGIN i 

Auto Duel $28 

Moebius $28 

Ogre $21 

2400 A.D. $21 

Ultima I $28 

Ultima III $28 

Ultima IV $41 

Ultima V $41 

SIERRA ~ 1 

Kings Qst I or II $34 

Kings Qst III $34 

Momer Goose $21 

Space Qst II S34 

Wrath Deneth $21 

I ^ simuLaHons 


Battle Atlantic 
Fifth Eskadra 
Golan Front 
Grey Seas GS 
fn Harm's Way 
Long Lance 
Moscow Camp 
Op. Overlord 
Rommel' 
Seventh Fleet 
To the Rhine 


High Seas 
Ikari Warrior 
Jeopardy 
Jet Simulator 
Jinxster 
Might & Magic 

Clue Book 
Skv Tra vel 
Spy vs Spy I & II 
Test Drive 
Universe 
Universe II 
Wheel Fortune 

C-64 


4th & Inches $21 
4th Const Set $12 
Hk'rdbair' $12 
Law of the West $1 2 
Mini Putt $21 

Plasmatron $1 2 
Power at Sea $21 
Rack'em $22 

f erve i Vollev $22 
py vs Spy I i II $12 


C-64 


C-64 


ni 

SSsHfiSv 

SBSBBSt 


Defender Crown $24 
Sinbad $24 

Three Stooges $24 

' DATASOFT \ 

AR-City $21 

AR- Dungeon $28 
Cosmic Relief $19 
Global Comdr. $22 
Hunt Red Oct. $28 
Rubicon Alliance $15 
Saracen $15 

221-6 Baker Str $21 


Adv Construction $12 
ArchonI $12 

Arcticfox $12 

Bard's Tale I or II $28 
Hint Books (ea) $10 
Bail's Tale III $28 


Echelon $31 

WC Leader Board $28 
Course Disks $15 


Ace of Aces 
Apollo 18 
Card Sharks 


Last Ninja $24 
Maniac Mansion $24 
SR Boxing II $22 
Take Down $22 

*.?. 5 .., 

AV awn HILL 
Dark Horn $24 
Guderian $21 

Gulf Strike $21 
NBA $28 

Super Sunday $24 
GM Disk $21 
Team Disk $15 
Under Fire $24 
UF Map Maker $19 
Wooden Ships $24 

mBRODERBmm 

Carmen Europ e $28 
Carmen - USA $24 
Carmen - World $24 


Chess 2000 $28 

Chuck Yeager $24 

Dem Stalkers $21 

Dragon's Lair $18 

Eartn Orbit $12 

Legacy Ancients $21 

Marble Madness $12 

Monopo ly $22 

One on One $12 

Patton - Rommel $12 

Pegasus $21 

Roadwars $21 

Skate or Die $21 

Skyfox $12 

Skyfox II $21 

Starfleet I $28 

Strike Fleet $21 

W?9t^l?ntl $28 

World Tour Golf $12 


Calif. Games 
Deafri Sword 
Destroyer 
4x4 Racing 

§ ames Summer 
ames - Winter 
Imp. Mission 2 
L.A. Crackdown 
Movie Monster 

f port News BB 
py vs. Spy III 
Street Baseball 
Street Soccer 
Sub Battle 
World Games 


Beyond Zork $31 
Border Zone $24 
Nord & Bert $24 
Plundered Hearts $24 
Sherlock $24 

Stationfall $24 

LANCS HAFFNER 
GAMES 

Courtside B.ball $30 
198$ Teams $13 
Full count BB $30 
All Stars Disk $13 


Airborne Ranger $24 
F-15 $24 

Gunship $24 

Pirates $28 


Silent Service 
Stealth Fighter 


League Disk 
Senes 39-39 
Series 60-69 
Pro Basketball 

3 in 1 Football 

$13 

$13 

$13 

$30 

$30 

MiCfiOLBAO 

UE 

SPORTS 


ML Baseball 

$28 

MLB 87 Teams 

$15 

MLB GM Disk 

$21 

ML Wrestling 

$21 


IBM 


Capt Blood 

Deeper Dungeon 

Gauntlet 

Hamer 

Ice Hockey 

Roadrunner 


Auto Duel $28 

Moebius $28 

Ogre $21 

Ulnma I $28 

ultima ill $28 

Ultima IV $41 

SIMULATICfNS 
CANADA 

Fifth Eskadra $42 

Golan Front $42 

Grey Seas GS $42 

Long Lance $42 

Seventh Fleet $42 


Battlefront $28 

Carriers War $34 

Civil War I $28 

Civil War II $28 

Europe Ablaze $34 

Montezuma $28 

Normandy $28 

Reach Stars 3 $28 


Ace of Aces 
MLAJnsIjei 

Mean 18 
Mini Putt 


Test Drive 


Maniac Mansion $31 
Pete Rose $29 

Rampage $29 

SR Boxing II $30 


SMim $24 

Com. Diplomacy $34 
ffSA $28 

Super Sunday $24 

mRODERBlMM 

Ancient Art War $31 
AAW at Sea $31 
Carmen Europe $31 
Carmen USA $31 
Carmen World $28 


Adv Construction $12 
Alien fires $31 
Arcticfox $12 

Bard's Tale $34 

Chess 2000 $31 

Chuck Yeager $28 

Future Maalc $35 

Hunt Red Oct $34 
Jordan vs. Bird $29 
Lord's Conquest $12 
Marble Madness $12 
Patton -Rommel $12 
Pegasus $28 

Reach Stars $31 
Scrabble $28 

Skyfox li $28 

Starfleet I $34 

Starflight $34 

Weaver Baseball $28 

I!i 

EPYX ! 

Calif Games $28 
Destroyer $28 
4x4 Racing $29 

Imp. Mission 2 $28 

LA. Crackdown $29 

Str. Basketball $28 

Sub Battle $28 

Winter Games $28 
World Games $28 


Rommel 

$^ 

Russia 

$28 

Run 5 issue #9 

$4 


Antietam $34 

B-24 $24 

Battlegroup $41 
Eternal Dagger $28 
Gettysburg $41 
Kampfgmppe $41 
Mechbrigade $41 
Panzer Strike $31 
Phantasie 1-3 ea $28 
Pool ofRadiance $29 
Hin t B oo k $10 
Pres. Elect 88 $1 2 

Questron II $28 
Realms Darkness $28 
Rebel Charge $34 
Roadwar 2o00 $28 

Roadwar Europa $28 
Shiloh $28 

Sons Liberty $24 
Wars. Pacific $41 
Wargame Constr $21 
Warship $41 

Wiz Crown $28 


Blue Powder 
Concentration 
Deep Space 
Elite 

High Seas 
Jinxter 
Ikari Warriors 
Might & Magic 
Platoon 
Pres, is Missing 


Beyond Zork $34 
Gamma Force $10 
Lane Mastodon $10 
Zork Quest $10 
LANCE HAFFNER 
GAMES 

Courtside B.ball $30 
Full Count BB $30 
Pro Basketball $30 
3 in 1 Football $30 

muitcRomos E \ 

^Ir^rne Ranger |31 

Gunship $34 

Pirates $28 

Silent Service $24 


Wrath Deneth 


Balance Power $34 
Capt Blood $29 

Gauntlet $28 


super Soccer 
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Auto Du 0 l 

Moeblus 

Ogre 

Ultima IV 

Ultima V 


$28 

$28 

$21 

$22 

$28 

$41 

$41 


Alien Fires 
Arcade Action 
Arena 
Auto Duel 
Bard's Tale 
Battle Atlantic 
ork 


SmRRA 


Kings Qst l-lllea 

"fngg Qgf IV 

Janhunter 
ollce Quest 
Space Qst I or II 
Tnexder 
3-D Helicopter 


$34 

$35 

$35 

$34 

$34 

$24 

$34 


SIMULATIONS 
CANADA 


Beyonc 
Breach 

Breach Scenario 
Capt. Blood 
Carrier Comd. 

Cosmic Relief 
Death Sword 
Defender Crown 
Dive Bomber 
Dungeon Master $28 
Empire 
F-15 

Fifth Eskadra 
Final 


$28 

$34 

$15 

$28 

$34 

$42 

$34 

$28 

$18 

$35 

$31 

$25 

$15 

$34 

$29 


Long Lance 
In Harm's Way 
Seventh Fleet 


$42 

$42 

$42 


S$f 


B-24 

Gettysburg 
Kampfgruppe 
Mechbrigade 
Phantasie III 
Roadwar Europa 
Shiloh 

Star Command 
Stellar Crusade 
Wargame Constr 
Warship 
Wizard s Crown 


$24 

$41 

$41 

$41 

$28 

$28 

$28 

$34 

$34 

$28 

$41 

$28 


PTC.., 


Breach 
Defender Crown 
Falcon AT 
Flight Sim 3.0 
High Seas 

'ohn Elwav gB 


$28 
$28 
$41 
$34 
$34 

_ _ $21 
^t & Magic $34 
NobunagasAmb $42 
Rebel Univ $34 
Romance 3 King $53 
Space M.A.X. $41 
Star Saga 1 $53 

Three Stooges $34 
Universe I or II $34 
Univ Mii Sim $31 
Wizardry I or IV $41 
Wizardry llorlli $34 
WC Leader Board $31 


Gauntlet 
Gunship 
Hunt Red Oct 
Impos. Mission 2 
In Harm's Wav 
Jet 

Jinxster 
Leatherneck 
L<?ng Lanc9 
Lords Conq. 

ML Baseb^l II 
ML Wrestling 
Moebius 
Mqscsw Came 
EsMia 
Police Quest 
Pres. Elect 88 
Prime Time 
Questron il 
Roadrunner 

pommel Slm Can 

SsY^rdh FJfft 
Silent Se 
SInbad 
Space Quest II 
Starfleet I 

f taralider II 
tar Trek 111 
Stellar Cmsade 
Test Drive 

tom 


service 


iltima 
Univ Military Sim 
Universe II 
Wargame Constr 
Warship 


38 

28 

$42 

$35 

$28 

$34 

$34 

$28 

$42 

$34 

$29 

$29 

$42 

$12 

$41 

$34 

$28 

$42 

$28 

$34 

$18 

$28 

$34 

$35 

$42 

$34 

$42 

$28 

$35 

$34 

$38 

$32 

$28 

$38 

$28 

$25 

$41 

$31 

$34 

$24 

$41 


Adv. Constr. Set 
Air Rally 
Alien Fires 
Alt. Reality: City 
Arcade Action 
Arcticfox 
Arkariold 
Aaargh 

Balance Power 
Barbarian 
Bard's Tale I 
Bard's Tale II 
Battle Chesa 
Breach 

Breach Scenario 


earner Cornm 
Chmp Baseball 
Chmp Football 
Chess 2000 
Courtside Bkball 
Cosmic Relief 
Death Sword 
DefCon 5 
Defender Crown 
Delux Paint II 
Destroyer 
Empire 
FA/18 
Faery Tale 
Ferrari Formula 1 
Final Assault 
Fire Power 
Flight Sim li 
Gettysburg 
Hardball 
Harrier Combat 
Hunt Red Qct 
Ice Hockey 
Imoos. Miss. 2 


Jet Sim 
Jinxster 
Kampfgruppe 
King ofChicago 
Kings Qst I, II or III 
Leatherneck 
Marble Madness 
Mean 18 
Moebius 
Obliterator 
Qne on Qne 
Paladin 
Quest Disk 
Phantasie I or III 
Ports of Call 
P.O.W. 


$15 

$28 

$28 

$28 

$34 

$15 

$21 

$25 

$34 

$28 

$34 

$41 

$35 

$28 

$18 

$25 

$35 

$31 

$28 

$34 

$31 

$30 

$25 

$15 

$29 

$34 

$68 

$28 

$34 

$34 

$34 

$34 

$32 

$18 

$34 

$41 

$31 

$34 

$34 

$35 

$35 

$34 

$29 

$41 

$34 

$34 

$29 

$34 

$31 

$28 

$29 

$15 

$28 

$18 

$28 

$34 

$29 


Return Atlantis 
Questron II 
Roadwar 2000 
Roadwar Europa 
Roadwars 
ifockyr Ranger 


7 Cities of Gold 
Shadowgate 
Silent Service 
Sinbad 
Skyfox 
Skvfoxll 
Space Quest 
Starfleet I 
Starallder II 
Sfreef Bkball 
lerrorpods 
Test Drive 
Thexder 
Three Stooges 
Ultima III 
Uninvited 


Bard's Tale 
Bard's Tale II 
Blackjack 
Defender Crown 
Destroyer 
4th & Inches 
Gauntlet 
Hardball 
King's Qst II 
Mean 18 
Kings Qst I or I 
Kings Qst III 


11 MAC 


$34 Anc Art War 
$35 AR-City 


Marble Madness 
Mini Putt 
Paperboy 
Pirates 
Police Quest 


/eaver Baseball 
World Games 
World Tour Golf 
Zoom 


Roadwar 2 
Shanghai 
Silent Service 
Space Quest I 

f pgpe Qat II 

tar Saaa 

f treat Soccer 
ub Battle 
Tetris 
Thexder 
World Games 
World Tour Golf 


(28 

$28 

$32 

$28 

$31 

$34 

$31 

$34 

$34 

$24 

$28 

$28 

$28 

$34 

$28 

$31 

$28 

$28 

$34 

$34 


'alPow^r1990 $34 
Beyond Zork $34 
Blue Powder $34 
Breach $28 

Carmen - World? $29 


Chess 2000 
Chuck Yeager 
Colony 
Falcon 


ight Sim 
Hardball 
Kings Qst I or II 

Patton Rommel 
Police Quest 
PT-109 
Reach - Stars 
Scrabble 
S.D.I. 

$53 Shadowgate 
' 'kv Travel 
le Qst 1 


$15 

C28 

b8 


I or I 


Space I 
Starfleet I 
$24 Tetris 
$28 WC Leader Board 
$28 


$31 

$34 

$35 

$34 

$45 

$34 

$31 

$34 

$42 

$68 

$15 

$34 

$34 

$28 

$28 

$34 

$34 

$48 

$34 

$38 

$25 

$34 


ATARI 1 


Ace of Aces 
Borodino 
F-15 

Flight Sim II 

Guderian 

Hardball 

Kennedy Approach 
LB Dbl Pack 
ML Baseball 
MLB GM Disk 


$12 

$28 

$24 

$34 

$21 

$12 

$18 

$12 

$28 

$21 


MLB 1987 Teams $15 


MLB Stat Disk 
Nap Waterloo 
Ogre 

Phantasie II 
Print Shop 
Silent Service 
Sons Liberty 
Spy I & II 
Top Gunner 
Ultima IV 
Universe 


£18 

£18 

$21 

$28 

$31 

$24 

$28 

$12 

$18 

$41 

$34 


ACCESSORIES 


Sony DSDD 5.25 

$9 

Sony DSDD 3.5 

$20 

3-M DSDD 3.5 

$22 

CH Mach III Joystick App 

$38 

CH Mach III Joystick IBM 

$38 

Cleaning Kit - 5.25 Disk 

$6 

Cleaning Kit - 3.5 Disk 

$6 

EPYX Joystick(C64, Am, ST) 

$15 

EPYX Joystick (App, IBM) 

$28 

Mouse Pads 

$6 

Surge Protector - 6 outlets 

$32 

Storage Case - 60 5.25 

$9 

Storage Case - 40 3.5 

$9 

Universal Printer Stand 

$22 

Call for information about hint books 



CWOVvt. 
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Best 

Selection 

We have carefully 
selected the best titles 
from the most challenging 
games available. Check out our lineup and you'll see 
that Tevex has the software that you want. 

CALL TOLL-FREE 1-800-456-1162 

FREE CATALOG WITH YOUR ORDER 
Open 9-8 Mon. - FrI. 10-5 Sat. 

Retail Store open same hours. 

Georgia residents call 404-934-5059. When ordering by mail send money order. Include phone number. 
SHIPPING: Add $3.00 for shipping and handling diarge. Georgia residents add 491. sales tax. Shipping for 
Canadian orders is 5% of order, with a $4.00 minimum . U. S. MaU, APO & FPO orders add 59!> of order, with a 
$4.00 minimum. Shipping for all other foreign orders is 1591. 

of order, with a $10.00 minimum. All sales are final. New titles are underlined 


COMING SOON 

Battles of Napoleon - Ap, C64 
Battle of the Bulge - Ap, C-64 
Harpoon - IBM 
Heroes of the Lance - C-64 
John Madden Football • Apple 
Jordan vs. Bird - C-64 
Pool of Radiance - IBM 
Rocket Ranger - C-64 
TV Sports Football - Amiga 
Ultima IV - Amiga 
Ultima V - C-64 
Wasteiand - iBM 


TEVEX 

4205 First Ave Suite 100 
Tucker (Atlanta), GA 30084 
404-934-5059 






Circle Reader Service #88 












TEVEX Has The Latest Hits From 

Electronic Arts 



The Player of the Decade 
meets the Air Apparent - 
Halfcourt is now in session. 
Three exciting events: One on 
One, Slam Dunk Competition, 
and the Three Point Shootout. 
FREE WRISTBAND WITH 
PURCHASE! 

C-64 $22 

IBM $29 



Something has gone awry in 
the Caldorre System. 
Cargoliners, shuttling supplies 
to the outlying frontier, are 
being destroyed by raiders. A 
squadron on Interceptors - 
including your crew of 5 
cadets - is sent to end the 
destruction. 

IBM $35 


Pool of Radiance. 

The first AD&D® computer 
role-playing fantasy game! 

■ Many exciting quests leading 
to the rescue of Phlan, a city 
overrun by monsters led by a 
mysterious evil force. ■ Official 
AD&D® rules, monsters, items 
and spells. ■ State-of-the-art 
graphics including 3-D views of 
dungeons, cities and encounters. 

■ Control your characters in tac- 
tical combat, shown with custom 
combat figures; or let the com- 
puter quickly resolve battles. 

C-64 $29 

IBM $35 


Heroes of the Lance. 

Action game in the legendary 
DRAGONLANCE® game world! 

■ Official AD&D® action game 
based on the DRAGONLANCE® 
module. Dragons of Despair. 

■ Lead eight Companions, each 
with different attributes and skilk, 
deep into the ruins of an ancient 
temple to retrieve the precious 
Disl« of Mishakal. I ^ttle 
countless monsters and deal with 
powerful magic. I Find the key to 
destroy your final obstacle, the 
black dragon, Khisanth. 

IBM $29 
ST $29 




COMING SOON FROM 
ELECTRONIC ARTS 

IBM Amiga 

Demon Stalkers Commisioner's Disk 

Modem Wars Skyfox 11 

Skate or Die Zany Golf 

Strike Fleet 

Wasteland hqs 

Zany Golf Bard's Tale II 

Instant Synthesizer 

Skate or Die 

Deathlord Free Hint Book zanv Golf 

with purchase I 

Modem Wars 57 

Zany Golf 

Apple 

John Madden Football 

COMING SOON FROM ELECTRONIC 
ARTS AFFILIATED LABELS 

IBM Amiga 

Battles of Napoleon - SSI Double Dragon - Arcadia 

Double Dragon - Arcadia Heroes of the Lance - SSI 

Starfleet II - Interstel Reach for the Stars - SSG 

Wizard Wars - Paragon 

Apple 

American Civil War vol 3-SSG C-64 

Battle of the Bulge - SSG American Civil War vol 3-SSG 

Battles of Napoleon - SSI Battle of the Bulge - SSG 

Hunt Red October - Datasoft Double Dragon - Arcadia 

Pool of Radiance - SSI Heroes of the Lance - SSI 

Typhoon of Steel - SSI 

ST 

lies Awesome Arcade - Arcadia 

Hunt Red October - Datasoft Double Dragon - Arcadia 

CALL TOLL-FREE l-800-45mi62 1 
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NEED A NEW PL A YMA TE? 

Your computer is ready, willmg and able 
to entertain and challenge you for 



New DISK MAGAZINE! 


Published quarterly on disk 
w Every issue loaded with recreational software 
® Computerized "old favorites” 

'll* Intriguing mind-challenging fantasy games 
Educational word and number games 
For the IBM*PC Family, Tandy 1000, MS-DOS Computers 

PCGames and PC M GAMES on disk are two great products from two separate companies, both dedicated to bringing you the best in entertainment software. 

MS-DOS is a trademark of Microsoft, Inc. Tandy is a trademark of Tandy Corporation. IBM is a trademark of the International Business Machines Corporation. 


Subscriptions: 

01-year(4disks) 05-1/4" $29.00 0 3-1/2" $35.00 $ 

□ 2-year (8 disks) 05-1/4" $49.00 O 3-1/2" $60.00 $ 

Back Issues; 

O #1 : Checkers • Spades • Five-Straight * Hangman • Squash • Tennis 

□ #2; Trader • Battleship • Sixteen Puzzle • Towers of Hanoi • Repeat 
0 #3: Maze • 3-D Tic-Tao-Toe • Darts • Wizard Wall • Bingo • Puzzles 

— Total back issues: 5-1/4”@$10 3-1/2“@$12 $ 

Foreign Postage, $3.00 per disk (U.S. funds drawn on U.S. bank) $ 

Louisiana residents add 4% tax $ 


IffiTHOD OP PAYMENT 

□ Check DVISA/MC 0 AMERICAN EXPRESS 0 Bill Me 

Card # Exp 

Signature Phone 

FOR FAST SERVICE: 1-800-551-8383, ext. 3210 {have credit card ready) 
Name ; 

Address 

City If • : - State Zip 

Computer 


TOTAL ORtXB 


Christmas Buying Guide 

(Continued from page 27) 


year of ux>rking on Might and Magic II, / 
really need a vacation, but all I really 
want to do is play Might and Magic II. — 
Jon van Canegheim, New World. 

Incredible graphics, better play 
balance, new character classes, and a 
new storyline should mcike this program 
irresistible to adventure gamers. Apple II 


($49.95), C-64/128 ($39.95). Circle 
Reader Service #57. 

Omni trend: 

PALADIN: "Paladin is a close-combat, 
fantasy game for one person, which fea- 
tures digitized sound and animated 
graphics. The package also includes a 
quest builder which allows the player 


to design his own quests.’ — Bill Leslie, 
Omnitrend. 

This game does for smcdl unit fantasy 
combat what Breach did for science fic- 
tion combat. Gamers should like them 
both for the same recisons. See the 
review in this issue. Amiga, Atari ST 
($39.95). Circle Reader Service #58. 

Origin: 

TIMES OF LORE: It has the best of 
both worlds — the best of arcatde action 
as in Gauntlet and the best of fantasy 
role-playing with an CJltima-fype conver- 
sational interface — combined with an 
icon-based over-all interface which al- 
lows you to sit back and play with 
only a joystick and a space bar. A full- 
blown fantasy role-playing game that’s 
easy to get into.’ — Lord British, Origin. 

This game is completely joystick/space 
bar driven, but offers more depth and 
animation than the typical action game. 
Chris Roberts is the designer of this 
game which has Lord British applaud- 
ing. Apple II, C-64/128 ($39.95). Circle 
Reader Service #59. 

Paragon Software: 

GUARDIANS OF INFINITY: TO 
SAVE KENNEDY: "Guardians of In- 
finity: To Save Kennedy is a unique, 
one-of-a-kind strategy/text adventure be- 
cause it centers around actual human 
communication as if your computer 
came to life and you were actually 
speaking to, and getting natural respon- 
ses from, the characters in the game 
and President Kennedy himself Coming 
complete with an extensive background 
novel and picture disk. Guardians of In- 
finity offers many hours of exciting chal- 
lenge and unique entertainment.’ — F. J. 
Lennon, Paragon Software 

Aficionados of time travel adventures 
should be intrigued by this fresh idea 
and approach for an adventure game. 
IBM ($44.95). Circle Reader Service #60. 

Polarware: 

THE SPY’S ADVENTURES AROUND 
THE WORLD: "The Spy’s Adventures 
/Around The World series takes you on 
a search for the fiendish Dr. X. A travel 
adventure for the entire family — learn 
as you play or Just play for fun .’ — 
Peggy Smith, Polarware 

Separate adventures are currently avail- 
able for North and South /Anerica, as 
well as Europe. Very reasonably priced 
and easy-to-use, these games are ideal 
for young families to play around the 
"silicon hearth." Apple II, C-64/128 
($17.95), IBM ($19.95). Circle Reader 
Service #61 . 

Rainbird: 

STARGLIDER II: "The game is fast and 






Available for the IBM PC 
and the Apple Macintosh. 


Thirty-four. Orange 19, Orange 19. Hut! ... Hut! Hut! Play the best ... NFL Challenge and 
PRO Challenge; Officially Licensed Products of the National Football League. For true 
collegiate basketball action, play the top twenty favorites in Basketball Challenge. 

Tackle the Bermuda Square puzzle for a less “physical” challenge. Use pattern recognition 
to solve the puzzle. You might win $5,000! If money gets you moving, become the richest 
person in the world with Oligopoly. Build your empire and conquer the world! 

Call for Free Catalog. 



CORPORATION 

5421 Opportunity Court, Minnetonka, MN 55343 1-800-635-2425 (612) 938-0005 

1-800-NFL-CHAL 


Page 52 


Circle Reader Service #89 


Computer Gaming World 




furious! Starglider II features superfast 
3D solid gratphics which glue you an in- 
credibly realistic feeling of flight." — Cyn- 
thia Bruschi, Rainbird. 

The sequel to the popular Starglider 
proves that follow-up products do not 
have to be inferior to the original. The 
graphics are improved, the sound is 
good, and the intensity of play is sUll 
there. Amiga, AUiri ST ($44.95), IBM 
($39.95). Circle Reader Service #62. 

Sierra: 

KING’S QUEST IV: THE PERILS OF 
ROSELLA: 7 like Rosella. She's a part 
of me that comes out in the game. I 
think that other people will enjoy the 
game because she is such a strong 
character." — Roberta Williams, designer 
of King's Quest IV. 

Gentle in tone and graceful in presen- 
tation, this is certainly the most artfully 
presented adventure in the series. It of- 
fers numerous refinements to the earlier 
game system eind a storyline designed to 
touch your emotions. IBM ($49.95). 
Circle Reader Service #63. 

Sp>ectrum-Holobyte: 

FALCON A.T.: "With Falcon A.T., the 
best of the flight simulators just got bet- 
ter. You’ll get the most realistic flight of 
your life, with new perspectives eind full 
EGA color, and you’ll also get the best 
game in its class." — Phil Adams, Presi- 
dent of Spectrum Holobyte. 

This product has been acclaimed al- 
most from its publication. Now, it takes 
advcintage of the faster processors avail- 
able for IBM and clone systems and of- 
fers new missions and perspectives, as 
well as CEimera viewpxDints. IBM with 
286/386 and EGA ($59.95). Circle 
Reader Service #64. 

Strategic Simulations, Inc.: 
HEROES OF THE LANCE: "Advanced 
Dungeons & Dragons is extremely 
popular. People have Just been eagerly 
awaiting each release." — Unda 
Bleinch^d, SSI. 

This is the action game based on the 
popular DragonLcince series of books. 
Players can take on the personae of 
their heroes from the books and play a 
fast-moving dungeon romp with some 
strategic options thrown in. Atari ST 
($39.95). Circle Reader Service #65. 

Strategic Studies Group: 
MACARTHUR: "Finally, after all the 
people who have called up awid asked, 
‘When is that Korean game going to be 
out?’, this is it." — John Gleason, SSG 

This is a game covering the Korean 
Conflict and utilizing the Battlefront sys- 
tem. It is a command simulation which 


pictures that troubled action. Apple II, C- 
64 ($40.00). Circle Reader Service #66. 

Taito: 

OPERATION WOLF: "Voted the num- 
ber one arcade game in North America 
[by arcade operators, as reported in 
Replay magazine], this hot arcade hit 
feeUures incredible graphics and a full 
range of sound effects that explode with 


action from start to finish ." — Anita 
Deiter, Taito. 

This is the home computer version of 
a combat-oriented coin-op game. 
Players assume the role of a rescue/at- 
tack team during a hostage rescue mis- 
sion in the South American jungle. 
Amiga, Atari ST, Commodore 64/1 28 
($39.95). Circle Reader Service #67. 




STAR EMPIRE 


A space odyssey— from the 
people who brought you ELITE” 


T^VTIieHONEYMOONERS 


Join the hilarious antics of 
Ralph and Ed 


Tllll TU/II l/!UT 7nMC Out of the 6th dimension comes 
inC IlllLllini fawliC the long-awaited graphic thriller 

3 computer games destined 

to rise to the “Top of the Charts”! 


CHECK YOUR LOCAL RETAILER 
OR CALL DIRECT 21 5-662-1 400 


3 entertainment triumphs from FIRST ROW! 


FIRST ROWSOFTIAMRE PUBUSHING, INC. 

3624 Market Street, 3rd Floor 
Philadelphia, PA 19104 
(215) 662-1400 

The Twilight Zone ®1988 CBS, Inc. 

The Honeymooners ®1988 VIP Corp. 


November 1988 
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Video Gaming World 


-by Bill Kunkel, 

Joyce Worley, & Amie Katz 
In the spirit of our 
’Christmeis Buyers Guide" 
theme, the trendy trio from 
Brooklyn offer their 
opinions on the best games 
for Sega and Nintendo 


The Best 
of Sega 

It was a mixed year for the 
Sega system. The highs 
were explosive, including 
several classic action games 
and the best 3-D system 
ever offered in any medium, 
but there were eilso some dis- 
couraging lows for fans of 
this system. 

The biggest disappoint- 
ment was the smciu number 
of new releases and the dif- 
ficulty many users had in ob- 
taining what few there were. 
(Jnlike Nintendo, Sega 
steadfcistly refused to allow 
third-party publishers into 
the market. This was true, at 
least, until their late-summer 
agreement with Activision. 
As a result, while NES library 
grew by leaps and bounds, 
Sega's just inched slowly for- 
ward. W^en a dud is 
released for the MES, the 
pain is assuaged somewhat 
by the simultaneous 
presence of several winners. 
New Sega softwcire has 
been like drops of water in 
the desert, and when one of 
those drops is bitter, it’s not 
so easy to wash away the 
taste. Enough complaining, 
though, this article is mostly 
about successes and there 
were several that were aib- 
solute revelations. 


Best Action Game - 

Space Harrier 

In a year when Sega’s 
astonishing 3-D games 
eclipsed almost every other 





Clockwise from upper left: Space Harrier; Great Volleyball; 
Out Run; 3-D Missile Defense 


action videogame. Space 
Harrier stole even their 
thunder. The player is repre- 
sented by an on-screen sur- 
rogate equipped with a jet 
pack and airmed with a zap 
gun. He flies away from the 
screen, toward the horizon. 
Coming toward the screen, 
and right at the player, are a 
gallery of monsters, 
boulders, and trees which 
must be either blown up or 
dodged. For visceral, pulse- 
pounding excitement. Space 
Harrier is this year’s pick of 
the litter. 

Honorable Mention: 

Choplifter 

Best Action-Strategy • 

Monopoly 

The classic Parker 
Brothers’ board game so 
beloved by budding 
capitalists everywhere got a 
first-class videogame transla- 
tion. It’s still the same game, 
but Monopoly never looked 
this good! 

Best Sports Game - 

Great Volleyball 

Sports games are Sega’s 
weakest category and, in 
fact, Sega came pretty close 


to getting no award this time 
out. Great Volleyball is not 
a triumph of design, but it is 
playable and realistically 
simulates Olympic-style vol- 
leyball. This places it head 
and shoulders eibove the rest 
of Sega’s sports entries. It is 
a tough game, but it in- 
cludes a practice mode that 
allows players to work on 
their weak points. 


Best Arcade 
Translation - Out Run 

The best feature of this ar- 
cade smash couldn’t be 
translated to this home ver- 
sion (the hard-to-control 
steering wheel), but the 
glorious graphics eirrived lar- 
gely intact. This is a driving 
game for auto fans with high- 
ly satisfying action and con- 
trol. 


Best Sound and 
Graphics - Rocky 

Rocky isn’t the greatest 
boxing game we’ve ever 
seen, but it definitely boasts 
the most eye-jxspping 
graphics. As movie pugilist. 
Rocky Balboa, the fat city 
prelim guy who became 
champion, the player takes 



on such stalwart opponents 
of the "Italian Stallion" as 
Apxallo Creed and Clubber 
Lang. 

Best Target Game - 

3-D Missile Defense 

Sega’s light phaser geimes 
are all superb, but this 
game, which combined the 
light gun with the Sega 3-D 
system is the undisputed 
creme de la creme of target 
videogames. 

Honorable Mention: 
Gangster Town/Shooting 
Gallery 


The Best 
of Nintendo 

This was a breakthrough 
year for Nintendo in the 
United States. In many ways, 
Sega and Nintendo started 
1 988 on an equal footing. 
True, there were more Nin- 
tendo systems than Sega 
systems, but Sega was 
taking large strides to close 
the gap with its superior 3-D 
system and light gun. Not 
only has the gap not closed, 
but Nintendo has seemingly 
blown it even wider. By sup- 
porting regulated third-party 
publishing for its system, 
Nintendo has built up a 
non-pareil librziry that reflects 
a diversity of entertainment 
genres. 


Best Action Game - 
R.C. Pro-Am (Nintendo) 

One of the most comp>ell- 
ing, addictive videogames 
ever published, R-C Pro- 
Am's only drawback is its 
lack of a two-player mode. 
Players manipulate a "radio- 
controlled" pick-up truck 
over a series of tracks, com- 
peting against a trio of com- 
puter-guided vehicles. This is 
(Continued on page 56) 


Page 54 


Computer Gaming World 
Circle Reader Service #91 » 





Now you can take home some of the best Arcade games you’ve ever played, 
to play on your own personal computer! 

Skillful programming has taken the superb graphics and addictive game play of Arcade hits Double Dragon and 
Sidewinder and faithfully reproduced them in home computer versions. 

Join in deadly combat with the savage street gang of the infamous Shadow Boss in Double Dragon. 

Indulge in an orgy of action and destruction in the high-energy shoot-em-up Sidewinder (part of the Awesome Arcade 
Action pack on Amiga and Atari ST). Go on the rampage and smash buildings and munch tiny natives in Aaargh! 

Nothing but endless Arcade action - Arcadia has spared no quarter! 









wm 

iifyi 







Video Gaming World 


more than a simple race car 
game, though. The track is 
salted with a wide variety of 
obstacles (Would you believe 
a huge metal wall that peri- 
odically shoots up from un- 
derground?), dangers (oil 
slicks and puddles), and 
bonus objects. The bonus 
items include: special tires, 
top speed boosters, and 
super accelerators, in addi- 
tion to bombs and missiles. 
The slightly elevated side- 
view offers an optimal view 
of the proceedings and the 
thrills are non-stop. 


Best Action- 
Strategy Game - 

Raid on Bungeling Bay 

(Broderbund) 

This game was rescued 
from Broderbund's com- 
puter software vaults, up- 
dated slightly, and sent out 
to challenge all the bright 
new games for the Ninten- 
do system. Frankly, it blew 
them out of the water. Great 
overhead perspective and 
multi-directional scrolling 
make this assault on the 
Beungeling Empire’s war 
machine a delightful game 
experience. 


Best Sports Game - 

Pro Wrestling (Nintendo) 

Okay, so professional wres- 
tling isn’t a sport, strictly 
speaking, but this 
videogame is presented in a 
totally straightforward man- 
ner that reflects both an un- 
derstanding of and apprecia- 
tion for the grappling game. 
This game offers mat fans 
realistic graphics, non-stop 
action and real wrestling 
moves (piledrivers, clothes- 
lines, and suplexes). There 
are even moves off the top 
rope and outside-the-ring ac- 
tion. Pro Wrestling is the 
only wrestling videogame 
that really understands what 
it is simulating. 

Honorable Mention: 

1 0 Yard Fight (Nintendo) 


Best Arcade 
Translation - 
Arkanoid (Taito) 


Arkanoid is a high tech per- 
mutation of the old wall- 
bashing ball-and-paddle 
games and it proves that a 
good idea is forever. This up- 
date adds bonus tokens 
which fall from busted 


Most Irmovative - 
Jaws (LJN) 

Jaws is a combination ac- 
tion-strategy and, occasional- 
ly, both simultaneously. 




Clockwise from upper left: R.C. Pro-Am; Arkanoid; The Legend of Zelda; 
Hogan's Alley 


bricks. When caught by the 
player, they translate into 
special powers (expanded 
paddle size, multiplying balls, 
etc.). The graphics are in- 
credible and the play 
mechanic is positively addic- 
tive. 

Honorable Mention: 

Tiger-Heli (Taito) 


Best Sound 
& Graphics - 

Side Pocket (Data East) 

Side Pocket is, quite simp- 
ly, the finest pocket billiards 
simulation ever seen on any 
videogame or computer. A 
big part of its appeal can be 
attributed to its gorgeous 
sound and graphics. Everyth- 
ing from the "clack" of the 
balls to the slightly worn felt 
around the table's pockets is 
captured perfectly. You can 
almost smell the breindy and 
cigars. 


Guide your ship through the 
ocean (represented by a 
macro-overview with multi- 
directional scrolling) in 
search of "Big Bruce" and 
many of his smaller as- 
sociates. Players build up 
power by capturing seashells 
and gain wealth by collect- 
ing starfish. Eventually, they 
can stand a chance against 
the infcimous Jaws himself. 
In the meantime, they must 
deal with armies of jellyfish 
and other aquatic denizens 
who help m^e this game 
the year’s most pleasant 
surprise. 


Best Adventure - 

The Legend of Zelda 

(Nintendo) 

With Legend of Zelda, Nin- 
tendo took many of the ele- 
ments commonly found in 
computer action-adventures 
and brought them to the 
videogame universe where 
they proved to be a sensa- 


tional success. Watch for the 
soon-to-be-released sequel, 
Zelda II 

Honorable Mention: 
Metroids (Nintendo) 


Best Target Game - 

Hogan’s Alley (Nintendo) 

Target games are the 
weakest area of the NES 
library, but Hogan’s Alley is 
an entertainig veiriation on 
the theme. It forces the 
player to discriminate among 
targets rather than simply 
blast away willy-nilly. Before 
players pull that trigger, they 
must ask, "Is that a good 
guy or a bad guy you’re 
about to waste?" 


Video 

Gaming 

World’s 

Newswire 

-Compiled by Joyce Worley 

Activision has become the 
first third-party publisher of 
Sega cartridges. Gntil now, 
Sega purchased licenses of 
well-known games from their 
originating companies for 
publication and distribution 
by Sega. The recently inked 
agreement allows Activision 
to create zind publish games 
under their own logo, games 
for play on the Sega Master 
System. This repeats history. 
Late in the 70’s, Activision 
became the world’s first third- 
party videogame publisher 
when the company won the 
right to publish Atari 2600 
cartridges. The first Sega 
cartridge to bear the Ac- 
tivision logo will be 
Rcunpage, scheduled for pre- 
holiday release and based 
on Bally’s runaway coin-op 
hit. . . . NESers will also 
have a chance to Rampage 
through cities as George the 
Ape or Lizzy the Lizard. Data 
East expects it to be on 
retailers’ shelves, soon. . . . 
Acclaim has expanded into 
the Nintendo peripherals 
market with their infrared 
wireless remote controller, 
scheduled for winter release 

(Continued on page 61) 
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Add some color 
to your fantasies. 


Looking for sparkle and excitement in your fantasy role- DEMON'S WINTER" The five adventurers you guide in 

playing games? Then look for these colorful titles from SSI: this role-playing game are faced with the apocalytic menace 


QUESTRON nr Travel back in time to find the way to 
destroy the Evil Book of Magic — before it can be com- 
pleted by the six Mad Sorcerors led by Mantor. 

The superb color graphics is nothing short of stunning. 
The visual presentation of the mystical world — from the 
wilderness, towns and dungeons 
to the countless characters and 


of the demon-god, Malifon. Although trapped inside a 
volcano, Malifon threw the entire world into a deep, frigid 
winter — and turned the oceans into blood. In this desolate 
setting, his minions thrive and threaten to free Malifon! 

Your mission is clear: Search the lands and seas of this 
vast world for the spells needed to trap Malifon forever and 
undo his wintry curse. 



Though the Demon's Winter may chill 
your bodies, may courage, honor and 
perseverance warm your souls! 

Apple, C-64/128. 


monsters — is truly breathtaking. 

QuESTRon II offers an 
experience so awe-inspiring, it 
surpasses even its legendary 
predecessor! 

Apple, Apple II QS, C-64/128, 
Atari ST, IBM, Amiga. 


A Fantasy Adventure Game 


STRATI GIC SINULATIONS. IflC, 




'RATEQIC MBHUUW'fONS.IHC, 


All ngfits reserved. 


©1988 by 


TO (HGOER: Visit yoffr retailer or c^l-800-245-4a25 to charge on ViSA/HastetCard. T ^ 
To receive SSI's complete {Hodoct catalog, simd $l.illto: S^ 1046 N. Rengst^ Avenue, Nmintain View, CA 94043. 


Taking A Peek 


Free Spirit Software 
P.O.Box 128, 58 Noble St. 
Kutztown, PA 19530 
SEX VIXENS FROM SPACE: Colorful 
graphics enhance this adventure set in 
the future. You are Captain Brad Stallion 
on a mission to save the male popula- 
tion from kidnapping and degradation at 
the hands of beautiful sex-starved 
females from the planet Mondo. Nice 
work, if you can get it! Amiga, IBM. 
($39.95) Circle Reader Service #6. 

Gamestar 

3885 Bohannon Dr. 

Menlo Park, CA 94025 
PETE ROSE PENNANT FEVER: In 

this hybrid action-strategy game, the only 
things the player doesn't control are the 
lines at the concession stands. Com- 
petitors act as General Manager, Field 
Manager, and Player in this joystick op- 
tional baseball game. Different-view 
player persp>ectives, individual player con- 
trol, player drafting, free agents, pinch hit- 
ting & running, stealing, throwing and 
hitting will keep you busy on and off the 
field. IBM & Tandy ($39.95) Circle Reader 
Service #7. 

TAKE DOWN: One or two players com- 
pete in this action game of tag-team 
wrestling. Choose from eight different 
braggadocios and inflict as much pain as 
you can before you get "atomic 
dropped." Each wrestler has his own set 
of individual moves and holds in this Joys- 
tick-driven, computer version of wrestling 
mania. C-64/128 ($29.95) Circle Reader 
Service #8. 

Interplay Productions 
1575 Corporate Drive 
Costa Mesa, CA 92626 
BATTLE CHESS: Combine medieval 
3-D combat, Monty Pythonic humor, and 
one of the world’s oldest games, and you 
have the latest creation from Interplay. 
Stunning graphics and animation com- 
bine with a powerful chess program to 
put new life into an old game. Watch 
knights literally chop each other up in a 
scene reminiscent of Monty Python & 

The Holy Grail. You can turn off the 
animation and use this as a straight 
chess computer, but you’ll miss all the 
fun. Amiga ($49.95) Circle Reader Ser- 
vice #9. 

LucasfUm Games 
P.O.Box 2009 
San Rafael, CA 94912 
BATTLEHAWKS 1942: A variety of 
planes and missions from the Pacific 
Theater of WWII forms the attraction of 



Pete Rose Pennant Fever 



Battle Chess 



Barbarian 


this air combat simulation. Great 
graphics and lots of special effects (What 
would you expect from Lucasfilm?) 
make this game a real eye-opener. See 
the review in this issue. 

Mastertronic International Inc. 
711 W. 17th St. 

Costa Mesa, CA 92627 

BARBARIAN: Hegor the Barbarian (a 
chciracter who looks suspiciously like 
George of the Jungle) is the hero of this 
action game. His mission (and the 
player’s task) is to run the gauntlet of 
nasties and traps that the evil Necron 
has placed in front of him. Attack (with a 
variety of weapons), defend, and flee are 
among the options to be chosen in this 
smooth scrolling, joystick driven, action 
game. C-64/128 ($29.99) Circle Reader 
Service #10. 

JOHN ELWAY’S QUARTERBACK: 

One or two players can now fight it out 



Take Down 



Battlehawks 1942 



John Elway's Quarterback 


on the gridiron in this computer version 
of the popular arcade game. Choose 
from a variety of offensive or defensive 
plays, then control a key player on either 
side of the line. Running, passing, kick- 
ing and tackling are all under your con- 
trol. Gnfortunately, there’s no provision 
for spiking the b^. Joystick required, C- 
64/128 ($29.99) IBM with 5 1/4" 
($29.99), with both 3 1/2" & 5 1/4" 
($34.99). Circle Reader Service #11. 

Mindscape 
3444 Dundee Rd. 

Northbrook, IL 60062 
CAPTAIN BLOOD: The Problem: 

Five, life-draining clones are scattered 
throughout the galaxy. The Mission: They 
must be found and assimilated ASAP In- 
terplanetary communication via an icon 
bcised language, smooth flowing fractal 
graphics, hyperspace jumps and stun- 
ning graphics combine to make this a 
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Captain Blood 



Manhunter: New York 


very unusual graphic adventure. Origineil- 
ly published in France, the music is by 
Jean-MichelJarre. C-M/128 ($34.95). 
Circle Reader Service #12. 

SPACE HARRIER: Grab on to your 
joystick and get ready to dodge the 
myriad of invading aliens in this home 
version of the arcade hit. Crashing into 
the landscap>e can be just as dangerous 
as the monsters in this 3-D action geime. 
Watch out for that tree! C-64/128 
($29.95) Atari 520 ST, Amiga ($49.95). 
Circle Reader Service #13. 

OUT RUN: Drivers choose from a 
variety of courses in this joystick-driven 
version of the arcade hit. Players drive 
fjast a wide variety of scenery and other 
race cars as they shift gears, accelerate 
or brake for a hairpin turn. Wiping out at 
200 mph will liter^y flip you out. C- 
64/128 ($29.95) Atari 520 ST, Amiga 
($49.95). Circle Reader Service #14. 



Space Harrier 



Wizard Wars 



Typhoon of Steel 


Paragon Software 
600 Hugh St, Suite A 
Greensburg, PA 15601 
WIZARD WARS: Good versus Evil 
redux. The player-character is a wizard 
with depleted powers and must restore 
his power and sp>ell book by recovering 
relics, gaining spell scrolls and defeating 
over 50 different monsters. There are 
over 30 magical kingdoms to explore 
and three different dimensions to travel 
before the final confrontation. Attractive 
graphics supported by EGA or CGA. IBM 
($44.95) Circle Reader Service #15. 

Sierra 

P.O.Box 485 
Coarsegold, CA 93614 
MANHUNTER:NEW YORK: It’s the fu- 
ture, it's Mew York, and you’ve been 
hired by alien invaders to monitor 
human activities and report subversives 


in this actiorVadventure game. Great 
graphics, tough arcade sequences eind a 
fascinating story line mcike this an inter- 
esting contest of wits. You’ll follow up 
leads by traveling around Mew York, col- 
lecting information and accessing data 
bcinks. You may even be czilled upon to 
literedly spy on yowselfl IBM ($49.95) 
Circle Reader Service #16. 

Strategic Simulations, Inc. 

1046 N. Rengstorff Ave. 

Mountain l^ew, CA 94043 
TYPHOON OF STEEL: The Pacific, 
Asian and European theaters of WWII 
czin now be re-fought in this sequel to 
the CGW award-winning Panzer Strike 
game. All the weapons, AFVs and sup- 
port elements found in actuzd combat ap- 
pear here. Armchair officers can fight 
single battles or enlist for the entire cam- 
paign. In the jungle, everyone can hear 
you scream, ’Banzai!" Apple II series, C- 
64/128 ($49.95) Circle Reader Service 
#17. 


Conversions 

Received 

For the Amiga: 

4th & Inches (Accolade) 

Skyfox II (EA.) 

Warlock (Three-Sixti^ 

World Class Leader Board 
(Access) 


For the Apple IIGS: 

4th & Inches (Accolade) 

King's Quest III (Sierra) 

For the C-64/128: 

AD & D: Dungeon Masters 
Assistant (SSI) 

For the IBM: 

Fire Brigade panther) 
requires 640K 
4th & Inches (Accolade) 

Might Mission Pinbedl (subLogic) 
PT 109 (Spectrum Holobyte 
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strategic Studies Group Presents... 


GAINES MILL 
STONES RIVER 
GETTYSBURG 
CHICKAMAUGA 
CHATTANOOGA 

Can you, standing in for Robert E. 
Lee, stall McClellan's Federals 
outside Richmond.., ? 
Or will you, as George Gordon 
Meade, stop the Army of Northern 
Vtginia at Gettysburg and fatally 
turn the war against the 
Confederacy... ? 



DEOSJ viimKnri.ES op 


WILDERNESS 

SPOTSYLVANIA 

COLD HARBOR 

ATLANTA 

FRANKLIN 

NASHVILLE 


Can you, commanding the veterans 
of Robert E. Lee's Army of Northern 
Virginia, stop Ulysses S. Grant's 
Army of the Potomac from capturing 
Richmond... ? 

Or will you, as William T. Sherman, 
defeat Joe Johnston, destroy 
Atlanta and march to the sea... ? 


The Decisive Battles Game System lets you step into the past and command the armies which fought out 
these great battles. The simple menu structure which drives the game is so easy to use that you'll be issuing 
orders like a veteran ten minutes after booting up the disk. You’U have complete control over the computer 
battlefield when you use the comprehensive wargame construction set, WARPLAN™, and our unique graphics 

editor, WARPAINT™. 

WARPLAN™ lets you construct original battles of your own design as well as creating endless variations to 
the historical scenarios. WARPAINT™ gives you complete graphic control over the icon and terrEiln symbols 
used in the game. Shapes and colors can be changed at win to produce your own special effects. 

Available now for the Apple II Family and C641 128 computers. Available 
early 1989 for IBM, Amiga, Ilgs, and Macintosh. 



The Korean 
War 

'Across the 38th' 
Taejon 
Naktong Btdge 
Unsan 
Chongchon 
Chosin Reservoir 
Chipyong 
Imjin 


Conquer Your 
Galaxy 

Reach for the Stars is our all- 
time classic game of space 
exploration and conquest. 

The third edition contains 
two great games in one; the 
original Reach for the Stars 
and an entirely new scenario, 
with lots of options for 
advanced play. Its a four- 
cornered contest for 
domination of the galaxy and 
there's only one winner. The 
computer plays all places not 
taken by humans and it never 
gives anyone an even break. 



The Battlefront Game System mechanics are so simple 
to use, you will be issuing orders Hke a veteran within 
ten minutes of assuming command. 
You'll have complete control over the computer 
battlefield when you use the comprehensive wargame 
construction set, WarPlan™, and our unique graphics 

editor, WarPaint™. 
Available now for the Apple II Family and 
C64/ 1 28 computers. Available early 1 989 
for IBM, Amiga, Ilgs, and Macintosh. 


To win a game of Reach for the Stars you must have 
explored the galaxy and colonized the choicest portions. 
You win have expanded your industry, engaged in R&D, 
and produced a huge navy. This will have been employed 
In settling disputes with your neighbours. As always, 
the biggest navy gets to adjust the border. 

Whatever your qualifications as a space tyrant. Reach 
for the Stars is guaranteed to be totally addictive. . . 

Available now for IBM, Amiga, Macintosh, 
Ilgs, the Apple II Family and the C64f 128. 


How to Purchase. In North America, visit your retailer or call Electronic Arts 800-245-4525 
(in CA call 800-562- 1 1 12) for VISA or Mastercard orders or vsrite to Electronic Arts, P.O. Box 
7530 San Mateo, CA. 94403. In Australia, write to SSG, P.O. Box 261 Drummoyne, 2047. 
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John Elway's Quarterback for the Nintendo Entertainment System from 
Tradewest Inc. 


and priced at $39.95. The 
controller weighs less than a 
{Xjund. . . . Queuterback, 
the coin-op by Tradewest, 
has been endorsed by Den- 
ver Bronco QB John Elway 
and renamed John Elway's 
Quarterback. Melbourne 
House, through a joint-ven- 
ture agreement with 
Tradewest, is introducing 
the game for personal com- 
puter play, but the 
videogcime version will be 
Tradewest. It lets one or 
two NESers play head-to- 
head, control offense and 
defense, run, p£iss, kick and 
tackle. In a high-skill simula- 
tion of real football. . . . 
Jaleco's City Connection 
for the Nintendo has a dif- 
ferent twist on auto racing 
games. Players control a 
sedein over a high-action 
obstacle course that 
stretches from New York to 
Tokyo, by way of London, 
Paris, and India. Drivers col- 
lect oil cans to throw at the 
enemies in pursuit of the 
car. The vehicle lays down a 
color trail behind it as it 
toots on down the unusual 
three-tiered highway, dodg- 
ing bad guys, good guys 
(the cops), and hurdles on 
the roadway. . . . According 


to SunSoft, the current 
champ on Spy Hunter rack- 
ed up an astounding 
2,250,155 points. ... A new 
joystick from Wico boasts er- 
gonomic design (that means 
it has been tested for com- 
fort and usability). The Ergos- 
tick is made of soft, pliable 
material, and form-fitted for 
jjerfect hand grip. The Fire 
button is on the bottom for 
easy operation by the index 
finger and the shaft is 
centered on top to operate 
easily with finger-tip control. 
The Ergostick provides feed- 
back — a slight click — ^when 
you move in any direction or 
press the fire button. It 
retails for $24.95 and is com- 
patible with Atari 2600, 
7800, 400, 800, 1200, 

ST, eind XE systems. Com- 
modore 64/128, Vic-20, 
eind Amiga computers. . . . 
Konami's Track & Field II 
turns every gamer into an 
Olympic star. Two players 
compete (or one gamer 
plays against the computer) 
in a catalog of sporting 
events which include; Taek- 
wondo, pole vaulting, canoe- 
ing, skeet shooting, gliding, 
pistol firing, arm wrestling, 
fencing, triple jumping, and 
swimming. 


First 

Expedition 

(Continued from page 22) 


to the point of plotting the star’s coordinates on the map or trying 
to use the compass or anything else that seems even remotely re- 
lated to gcime play. 

TTiough it was included apparently to try to make the game 
more educational and realistic, why in the world — whether Yorland 
or any other one — ^would ainyone on a ship equipped with com- 
puterized triangulation want to depend so heavily on a clumsier, 
less accurate, more time-consuming method? Neivigation is still 
clumsy with autoplot, but it is not as much a pain in the p>ortside 
as manual triangulation. 

Commendations 

Kudos must be given to Interstel for mairketing a game in 
which violence has very little emphasis. Nevertheless, the game 
might heive been better if it had had more battles cind some of 
those thieving aliens had still been around. 

Bottom Line 

Not recommended for adventure gamers unless they are inter- 
ested in intricate navigational techniques. 


Ship Class Capabilities 


Class 

1 

2 

3 

Fuel 

390 

490 

590 

Food 

3 

4 

5 

AmnK) 

20 

40 

60 

Rockets 

10 

15 

20 


☆☆☆☆☆☆☆☆☆☆☆☆ 



SEND S A S E OR CALL FOR DETAILS 

GENERAL QUARTERS SOFTWARE 

P.O. BOX 1429 
TORRANCE, CA 90505 
(213)547-0597 

☆☆☆☆☆☆☆☆ 
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Hall of Fame / R.I.D. 



Reader Input Device #53 

On this page, a number of games and articles are listed for 
evaluation. For each game you have play^ or article you 
have read, place a 1 (terrible) througn 9 (outstanding) next 
to the appropriate number on the card placed opposite 
page 4. 

Games 


1. Wasteland (EA) 

2. Dungeon Master (FTL) 

3. Ultima V (Origin) 

4. Pirates (Microprose) 

5. Bard's Tale III (£A) 

6. Stealth Fighter (Microprose) 

7. Falcon (Spectrum Holobyte) 

8. Faery Tale Adventure (microillusions) 

9. Three Stooges (Cinemaware) 

10. Shadowgate (Mindscape) 

11. Empire (Interstel) 

1 2. Earl Weaver Baseball (EA) 

13. Breach (Omnitrend) 

14. Strike Fleet (EA) 

1 5. War in the South Pacific (SSI) 

16. Ancient Art of War at Sea (Broderbund) 

1 7. Panzer Strike (SSI) 

18. Halls of Montezuma (SSC) 

19. Russia (SSC) 

20. Rebel Charge Chickagmauga (SSI) 

21. Decisive Battles of the ACW (SSC) 

22. Star Saga I (Masterplay) 

23. Police Quest (Sierra) 

24. King's Quest IV (Sierra) 

25. Batdefront (SSC) 

26. Paladin (Omnitrend) 

27. Battlehawks 1942 (Lucasfilm) 

28. Pete Rose Pennant Fever (Activision) 

29. Jordan vs. Bird (EA) 

30. Future Magic: ^ntinel Worlds (EA) 

31. Downhill Challenge (Broderbund) 

32. Caveman Ugh-lympics (EA) 

33. Manhunter (Sierra) 

34. Captain Blo^ (MirKlscape) 

35. Typhoon of Steel (SSI) 

36. Pool of Radiance (SSI) 

37. Rocket Ranger (Cinemaware) 

38. Battlechess (Interplay) 

39. Wizard Wars (Paragon) 

40. Demon's Winter (Si) 

Articles 


41. Inside the Industry 

42. Fantastic Vwages tl 

43. Demon's Winter Review 

44. Wizard Wars Hints 

45. First Expedition Review 

46. Battlehawks 1942 Review 

47. Paladin Review 

48. Christmas Buying Cuide 

49. \^deo earning World 

50. Red Storm Rising Review 

51. CCW Came of the Year Awards 




Kampfgruppe 7.66 
Gettysburg 7.48 
M.a.L.E. 7.44 
Mech Brigade 7.28 
Chessmaster 2000 7.25 
War in Russia 7.20 


Action/Adventure 


Ultima IV 7.80 
Wizardry 7.69 
Star flight 7.63 
Gunship 7.59 
Ultima III 7.55 
Might & Magic 


Bard*s Tale 7.49 


Computer Gaming Wld 



7.54 


Be it known to all gentle persons that the 
games inscribed above are honored for 
their high popularity with the people of our 
fair land. These august games have been 
well spoken of by our readers over a good- 
ly period of time and, thereby, have gained 
the respect and good will of the powers 
that be at CGW. Be it known to all that 
read these words that any game found on 
this list is a game of renown and worthy 
of play by all. 
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f Air 
Traffic 
Controi 
Simuiator 


A game? Or a reflection of a deadly reality? It looks simple- 

just keep every blip on your scope apart as you vector them around for 
approaches and departures. But they keep coming, pushing you to your 
limits. And you alone must prevent a dreaded crash between airliners loaded 
witlfpassengers. 


In this first ever microcomputer simula- 
tion of a erminal Radar Approach 
CONtrol facility created by a PhD 
ATC simulation expert, an FAA 
R&D manager,, and profes- 
sional controllers, you'll 
enter the inner sanctum of 
air traffic control. 


Handle traffic on a "real” 
ATC radar scope. Adjust 
traffic loads from “no- 
sweat” midnight levels to 
a five-o’clock rush. Choose 
“lousy” pilots or "stormy” 
weather to test your skill with 
pilot errors and “go-arounds”. 


^ FAA insiders compare TRACON 

with million-dollar ATC trainers. It 
gives you a realistic traffic mix from 
Piper Cubs to Boeing 747 “heavies” in 
any of five control sectors: Los Angeles, 
' San Francisco, Miami, Chicago, and 

Boston Yet no experience is necessary: 
* a detailed manual, sample scenarios, and 
an audio cassette demo tape train you in 
ATC procedures and jargon. 


A game? Hardly. THACON mirrors a world where decisions determine not revenues or profits, but lives! 


EGA Screen Photograph of TRACON 


Requires IBM PC or compatible with at least 
256K, one disk drive, and graphics monitor. 
Mouse optional. Price of $49,95 includes program 
on 5.25" and 3,5" IBM PC diskettes, typeset 
manual, on-disk samples and an audio cassette 
tape demonstration scenario. Please add $5 for 
shipping and handling; Texas residents add 8% 
sales tax. We ship the next day via UPS. 
Unconditional 30-day money-back guarantee: if 
not completely satisfied, just return it to us for 
a full refund. Dealer inquiries welcome. 


'ntci'iiLUionci 


1439 Circle Ridge Dr. 
Austin. Texas 78746 
(512)328-0100 


Producing intuitive, elegant 
microcomputer software since 1981 



Game Ratings Chart 


Both CGW’s overall Game of the Year, "Empire," and 
Adventure Game of the Year, "Wasteland," strengthened 
their position at the top of their respective ratings lists by 
slightly improving their score. In the only real movement 
in the Action/Adventure Top Ten, "Stealth Fighter" and 
"Falcon" looped around each other in their continuing 


dogfight over fifth position. 

Except for the continual downward slide of older titles, 
the Strategy list seems firmly entrenched. "Rommel: Bat- 
tles for Morth Africa" is the only fresh title in the top 20, 
but that could change when "Red Storm Rising" is rated 
and "Battles of Napoleon" is finally released. 


Strategy Top 50 

Name Mfg Machine Tms 

Rtd 

Avg 

Rsp 

Rating 

Adventure/Action Top 50 

Name Mfg Machine Tms 

Rtd 

Avg 

Rsp 

Rating 

Empire 

Intstel 

Many 

9 

41 

7.80 

Wasteland 

EA 

A,C 

5 

48 

7.97 

Earl Weaver Bsball 

EA 

Am,l 

10 

43 

7.33 

Dungeon Master 

FTL 

ST 

6 

41 

7.84 

Breach 

Omtrnd 

Many 

7 

48 

7.11 

Gltima V 

Origin 

Ap,l 

4 

48 

7.73 

Rommel: Battles 

SSG 

A,C 

1 

20 

7.07 

Pirates 

MicPr 

Many 

11 

52 

7.66 

Silent Service 

MicPr 

Many 

7 

102 

7.07 

Bard’s Tale 111 

EA 

A, C 

4 

44 

7.49 

(Jnder Fire 

AH 

Ap 

7 

23 

7.07 

Stealth Fighter 

MicPr 

C 

9 

23 

7.42 

3-in-l Football 

Hafner 

Many 

2 

20 

7.05 

Falcon 

SpHolo 

1,M 

6 

25 

7.40 

Strike Fleet 

EA 

A,C 

5 

43 

7.05 

Faery Tale Adv. 

MicriU 

Many 

7 

33 

7.29 

Carrier Force 

SSI 

C,Ap,At 

5 

108 

7.04 

Three Stooges 

Cnmwre 

Am,C 

4 

31 

7.19 

War in So. Pac. 

SSi 

Ap,C 

5 

23 

7.04 

Shadowgate 

Mindsc 

Am,l 

1 

36 

7.14 

Crusade in Europe 

MicPr 

Many 

10 

58 

7.03 

Bard’s Tale II 

EA 

Many 

12 

55 

7.13 

Decision in Desert 

MicPr 

Many 

10 

35 

7.03 

Phantasie 

SSI 

Many 

10 

68 

7.13 

Flight Sim 11 

SubLg 

Many 

6 

84 

7.03 

Spjellbreaker 

Infcm 

Many 

5 

24 

7.09 

Anc Art War Sea 

Brdrbd 

1 

3 

26 

7.01 

Zork Series 

Infcm 

Many 

7 

122 

7.09 

Battle of Antietam 

SSI 

Many 

12 

41 

7.01 

Archon 1 

EA 

Many 

12 

96 

7.08 

Europe Ablaze 

SSG 

C,Ap 

9 

32 

7.01 

Legacy of Llygamyn 

SirTc 

Ap,l 

9 

52 

7.08 

Reach for Stars 

SSG 

Many 

7 

45 

7.01 

Pinball Const. Set 

EA 

Many 

4 

47 

7.08 

Seven Cities of Gold 

EA 

Many 

10 

118 

7.00 

Lode Runner 

EA 

Many 

6 

60 

7.07 

Ancient Art of War 

Brodr 

l,M 

10 

39 

6.99 

Phantasie II 

SSI 

Many 

6 

36 

7.07 

NFL Challenge 

XOR 

l,M 

6 

22 

6.99 

Questron 

SSI 

C,Ap,At 

6 

90 

7.07 

Russia 

SSG 

Ap,C 

11 

32 

6.98 

Sorcerer 

Infcm 

Many 

5 

58 

7.07 

Battlegroup 

SSI 

C,Ap 

4 

35 

6.95 

Wizard’s Crown 

SSI 

Many 

11 

58 

7.06 

Defender Crown 

MstDsg 

Many 

8 

51 

6.95 

Legacy Ancients 

EA 

Ap,C 

4 

46 

7.05 

Rebel Charge 

SSI 

Many 

8 

28 

6.94 

Wings of Fury 

Brdbnd 

A 

2 

20 

7.05 

Lords of Conquest 

EA 

Many 

3 

42 

6.93 

Enchanter 

Infcm 

Many 

4 

45 

7.02 

Field of Fire 

SSI 

Ap,C,At 

5 

67 

6.92 

Police Quest 

Sierra 

l,M,IIGS 

5 

26 

7.02 

a.S.A.A.F. 

SSI 

C,Ap,At 

2 

26 

6.92 

Eternal Dagger 

SSI 

Ap,At,C 

3 

28 

7.00 

Halls Montezuma 

SSG 

C,Ap 

4 

26 

6.91 

One on One 

EA 

Many 

8 

75 

7.00 

Battlefront 

SSG 

Ap,C 

8 

34 

6.89 

Gltima II 

Orign 

Ap 

8 

61 

7.00 

Micro Lg Baseball 

MicLg 

Many 

5 

72 

6.88 

Leather Goddesses 

Inf 

Many 

2 

31 

6.98 

Stzir Fleet 1 

Intstel 

Many 

7 

50 

6.84 

Airborne Ranger 

MicPr 

C,l 

6 

24 

6.97 

Shiloh: Grant’s 

SSI 

Ap,C,l 

5 

26 

6.83 

Gltima 1 

Orign 

Ap,C 

2 

48 

6.96 

Roadwar 2000 

SSI 

Many 

3 

34 

6.80 

Auto Duel 

Orign 

Many 

2 

65 

6.95 

Computer Ambush 

SSI 

Many 

6 

49 

6.78 

Deadline 

Infcm 

Ap,At,l 

3 

44 

6.94 

Panzer Strike 

SSI 

Ap,C 

4 

28 

6.78 

King’s Quest 11 

Sierra 

Many 

3 

20 

6.88 

Computer Baseball 

SSI 

AU 

8 

37 

6.77 

World Class Ldr Bd 

Access 

Am,C 

4 

20 

6.88 

Gato 

SpHb 

Many 

3 

79 

6.77 

Return to Atlantis 

EA 

Am 

2 

23 

6.87 

Gulf Strike 

AH 

Many 

4 

33 

6.75 

Hitchhiker’s Guide 

Infcm 

Many 

4 

108 

6.86 

Dec. Battles ACW 

SSG 

A,C 

2 

20 

6.74 

Planetfeill 

Infcm 

Many 

3 

51 

6.86 

Geopolitique 1990 

Th.Mt. 

Ap,C 

3 

29 

6.73 

Beyond Zork 

Infcm 

Many 

2 

30 

6.80 

Balance of Power 

Mndscp 

Many 

5 

37 

6.98 

Summer Games 

Epyx 

Many 

2 

35 

6.79 

No. Atlantic ’86 

SSI 

Ap,M 

2 

72 

6.65 

Wishbringer 

Infcm 

Many 

3 

36 

6.79 

Conflict in Viet 

’MicPr 

Many 

5 

21 

6.63 

Choplifter 

Brdrbnd 

Ap,C 

6 

70 

6.78 

Battlecruiser 

SSI 

Ap,At,C 

3 

29 

6.61 

Racing Dest Set 

EA 

C,At 

3 

49 

6.78 

Knights of Desert 

SSI 

Many 

5 

63 

6.61 

Phantasie III 

SSI 

Many 

2 

26 

6.76 

G.M.S. 

Rnbrd 

ST,I 

3 

31 

6.61 

Demon Stalkers 

EA 

C 

2 

20 

6.76 

Chickamauga 

GDW 

At,C 

2 

26 

6.60 

Hardball! 

Accld 

Many 

8 

43 

6.73 

Warship 

SSI 

Many 

4 

44 

6.57 

C. Yeager’s AFT 

EA 

Many 

2 

36 

6.72 

Fifth Eskadra 

SimCan 

Many 

2 

20 

6.53 

Marble Madness 

EA 

Many 

2 

20 

6.71 

Norway 1985 

SSI 

Ap,C 

4 

16 

6.48 

Return of Werdna 

SirTc 

Many 

5 

21 

6.66 
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Magical Mysterious Zour 




Come travel the path to a new realm of reality. 

Might and Magic™ is waiting to take you away 
on a journey packed with challenging monsters 
and exciting quests. 

A fantasy role-playing game featuring: 

□ 200 Monsters 

□ 94 Spells 

□ 250 Magic Items 

□ Flicker Free, 3-D indoor/outdrxrr graphic 
terrains to explore 

□ Detailed combat system with quick fight 
option. 

Let Might and Magic™ be your guide to a 
world of mazes, monsters, magic and mystery. 

Now available for Apple II series, Macintosh, 
Commodore 64/128, and IBM/Tandy/Compatible 
Hint/Map b(X)k also available. 


Ask for Might and Magic™ 
at your local dealer. 


Might and Magic is a trademark li Nevr WrrkJ Computing, Inc 
ActivisKtn logo is a trademark of Activision. Inc. 

Macintosh and Apple arc trademarks trf” Apple Computer, irx . 
ComiTHidore is a trademaric ofCitmmfxkire Business Machines. Iih. 
IBM is a trademark ti International Business Machines, Im 
Tandy is a trademark ol Tandy. Inv 


BLACKRIDCE NORTH/ ENTER 


Exclusively Distributed by 


AC T ! VIS ION 

ENTERTAINMENT SOFTWARE 




5? 


SIR GRLAHO 

s^rrISoer 


RUARO 


S SEARCH 
8 8ASH 
U UNLOCK 
Q OUlKREi 






NIFTY SARG 
TZZ BANE 


) SERENA 6 


EADS 
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NEW W^NLD COMPUTING JNG. 

'iKIlHItltKlIII S 0 I I W A f I 

14922 Calvert Street • Van Nuys, CA 91411 
Technical Support (818) 785-0519 






Arcade 
adventure 
at its 
finest... 

Fast-paced, exciting 
combat demands the 
use of all your wits 
and endurance to best 
a world teeming with 
assassins, wizards 
and monsters. Expe- 
rience captivating graphics of an unprecedented cal- 
ibre. Relentless opponents will hone your combat 
skills to a razor's edge. A simple yet powerful menu 
and icon interface provides effortless interaction with 
the world and its people, while the incredibly smooth 

animation 
presents a 
continuous 
panorama of 
action and 
adventure. 


Fantasy 
role- 
playing 
at its best! 


1) visit your local retailer, 


To get your copy or 
Times of Lore, either 


Astonishing realism 
is yours through 
scores of unique char- 
acters and sophisti- 
cated conversations. 
Immerse yourself in 
the sights and sounds 
of an ancient world embroiled in turmoil — the disap- 
pearance of the king and his young 
son — the struggle 
for control of the 
realm. The stakes 
are high; your role 
as the hero-for-hire 
requires all the cour- 
age and savvy you 
can muster. Your 
quest for truth will 
teach you much of 
the distinction be- 
tween appearances 
and reality. Magic 
and intrigue com- 
bined with finely 
crafted game-play 
bring you the best 
of fantasy in... 


Screens 
shown 
are for the 
Commodore. 


Times of Lore 


136-B Harvey Road, 
Londonderry, NH 03053 
Circle Reader Service #96 


Times of Lore is a trademark of Origin Systems, Inc. 


mi mmmm ^ 


2) call 1-800-999-4939 Sam 
to 5pm EST to order by VISA/ 
MC, or 


3) mail check (U.S. $) or VISA 
/MC#, cardholder name and 
expiration date to Origin. All ver^ 
slons $39.95 plus $2.50 shipping 
and handling. Allow 1-2 weeks for 
delivery. 


Try it! A demo disk of Times 
of Lore is now available for 
the Commodore 64/128K. 
Send $2.50 to Origin for yours 
and credit it towards a direct 
order purchase. 


Available for the IBM -PC/ Tandy/ 
compatibles, Apple II Series, Com- 
modore 64/128, Amiga and Atari ST. 


• Stunning graphics and animation 
• Fast-paced combat action 
* Dynamic conversations 
* Compelling plot 




